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And it couldn't be in better hands. 

Only one software company so completely 
covers home, education and business. 

Only one has behind it the resources of 
the world's largest independent producer 
of mainframe software, Management Science 
America, Inc. (MSA). 

And only one offers you the most complete line 

for microcomputers. Peachtree Software * 0^ 
The leader that's still leading. With 25 new products this season, 67 in all. 
With applications for IBM, Apple and most leading microcomputers. 

For instance: our new Home Library. A complete home package, including 
word processing, financial spread sheet, home accounting system, the basics of how to 
write your own programs, a game, and an educational bundle to improve reading and 
writing skills for all ages. 

For instance: our new five -volume 
Writing Skills System. Created to correct 
common writing problems; teaches writing for 
all levels through the development of editing skills 

For instance: our new Back to Basics 
Accounting System. Perfect for a business 
conducted at home. For your PCjr 17 ? Apple, 
Atari, Commodore or almost any leading 
microcomputer. Lets you set up a basic 
accounting system even if you have little 
or no previous accounting knowledge. 

Whether it's for home, business or education, 
America's software grows on the Peachtree. Look 
for all our products wherever software is sold, or send 
us the coupon for a free brochure. 

Your family's software grows on the Peachtree. Reach for it. 
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PCjr is a trademark of International Business Machines Corporation. 
Peachtree and Peachtree Software are registered trademark of Peachtree 
Software Incorporated, an MSA Company M 1984 



Peachtree Software 

i* 3445 Peachtree Road N.E. 

\^0 / Atlanta, GA 30326 • 1 - 800 - 554 - 8900 

Please send me more information about Peachtree Software. 

Im interested in software for ( ) business, ( ) home, ( ) education. 



Name- 



Address. 
City 



_ State 



_ Zip. 



Phone. 



BH09014AD 



I 



FAMILY 




FEATURES 



50 

TELE LEARNING: THE 
COMPUTER BRINGS THE 
CLASSROOM HOME 

by Roger Schulman 

A new "electronic 
university" allows you to 
learn in your living room. 



54 

2 1ST CENTURY 
EDUCATOR 

by Bill Camarda 

Kenneth Komoski has 
supervised the review of 
more than 5.000 school 
software packages. He 
shares his views on 
computers and education 

With FAMILY COMPUTING. 



57 

SAT SOFTWARE: DOES 
IT MAKE THE GRADE? 

by Jonathan Webster 

A close look at College- 
Board preparation 
packages from 10 
manufacturers. 



62 

THE SECRETS OF TEEN 
SOFTWARE STARS 

by Marc Berman 

Successful kids tell how 
they made it in the 
software business. PLUS: 

TIPS ON WHERE TO SEND YOUR 
SOFTWARE IDEAS 

66 

LIFE WITH A COMPUTER: 
SOLVING THE PUZZLES 

by Gail Henderson 



68 

BUYER'S GUIDE TO 
DISK DRIVES 

Choosing between the 
computer manufacturers 
disk drives and third-party 
models. 



Page 54 




SEPTEMBER 
1984 



PUBLISHED BY SCHOLASTIC INC. 



VOLUME 2 
NUMBER 9 



PROGRAMMING PRODUCTS 



75 

THE PROGRAMMER 

For enthusiasts of all 
levels. 

76 NEW 

BYTE-SIZE BASIC 

Introducing a regular 
feature that will have you 
programming in no time. 

84 

BEGINNER PROGRAMS 

by Joey Latimer 

RememtDcr phone numbers 
with words generated by 
Dial-A-Word: and watch 
leaves drop in Falling 
Again on your ADAM. 
Apple, Atari. Commodore, 
IBM, TI, Timcx. or TRS-80 
computers. 

104 

PROGRAMMING P.S. 

Sorry, we goofed. Inside, 
we provide a few 
corrections and some 
enhancements for 
programs from previous 
issues. 

108 

READER-WRITTEN 
PROGRAM 

Put your baby to sleep 
with Teddy's Song on a 
Commodore 64. 



110 

WHAT'S IN STORE 

Product announcements 
and reviews. 

110 

NEW HARDWARE 
ANNOUNCEMENTS 

The latest in the field: The 
Mindset computer. Sears' 
TV/monitor. Olympia's 
printer/typewriter, and 
more. 

114 

SOFTWARE GUIDE 

Quick takes on two dozen 
new and noteworthy 
programs. 

120 

SOFTWARE REVIEWS 




Page 122 



DEPARTMENTS 



6 

EDITOR'S NOTE 

8 

LETTERS 
10 

BEHIND THE SCREENS 

Making computers a 
household word: Lowell. 
Massachusetts — Silicon 
Valley East: two-faced 
floppies: and more. 

16 

HOME-SCHOOL 
CONNECTION 

by Anthony D. Fredericks 

Putting out the welcome 
mat: 12 ways to get to 
know your schools 
computers. 

PLUS: HOW TO RUN A 
SUCCESSFUL COMPUTKU 
WORKSHOP 

24 

HOME BUSINESS 

by June Rogoznica 

Tutor to go: Kris U'Rcn has 
made it her business to 
case the learning process 
for computer novices. 

30 

GAMES 

by James Delson 

Games that make learning 
fun. 



34 

TELECOMPUTING 

by P. Gregory Springer 

People are gathering 
together on national 
networks. Here's some 
basic information and 
starter phone numbers. 

42 

COMPUTING CLINIC 

by Jejfrey Bairstow 

Questions from readers are 
answered. 

44 NEW 
LEARNING LOGO 

by Mindy Pantiel and 
Becky Petersen 

An introduction to the 
powerful computer 
language for learners of all 
ages. Part one of a six-part 
scries. 

133 

CLASSIFIED 



134 

ADVERTISERS' INDEX 

FAMILY COMPUTING (ISSN 0738-6079) is pub- 
lished monthly by Scholastic Inc.. 730 Broadway. 
New York. NY 10003. Subscriptions: in the U.S. 
and possessions. 12 issues for 819.97; outside 
the U.S add S6 (surface mail) or 825.97 (air- 
mail). Office of publication: 351 Carver Rd.. P.O. 
Box 2700. Monroe. OH 45050-2700. Application 
to Mill at Second Class Postage Rales is pending 
at Monroe. Ohio. 45050-9996 and additional of- 
fices. POSTMASTER: Send address changes and 
notice of undelivered copies to FAMILY COMPUT- 
ING. P.O. Box 251 1. Boulder. CO 80322. Printed 
in U.S.A. Copyright C 1984 by Scholastic Inc. All 
rights reserved. 



covkh nut roc.HAPH m joel winn: 



Page 34 



Introducing 
software 

for people 

who want to 
tell their 

computer 
what to do 
but don't know 
what to say. 




Of course you know what you want your computer to do. Trouble is, up 
'til now, you either had to settle for packaged software off the shelf, which meant 
squeezing your ideas into somebody else's design. Or you struggled to learn a com- 
puter language. And you know how far you got with that. 

Finally there's CodeWriter: Software that lets you talk 
to your computer by yourself. 

CodeWriter software lets you create custom software to handle your 
information, your way. The first time. And you don't have to know a thing about pro- 
gramming. You type in your information 
in plain English. CodeWriter does the 
rest. It translates what you've written 
into program code, then saves it 
on a separate disk. What you wind 
up with are your own programs. 
Ready to run. As many as you can 
dream up. At a fraction of the cost. 

Five different 
programs can create 
dozens of your own. 

Whether you need soft- 
ware to handle personal files, 
create reports, figure your 
taxes, practice your French or 
! design your own adventure 
game, there's a CodeWriter 
program to help you. 
FileWriter " has what you need to handle business and household infor- 
mation. It stores, files, up-dates, does your checkbook, keeps recipe files, produces 
invoices. ReportWriter creates reports, sorts and compares. Use it to print out 
checks, track accounts receivable, expense reports, real estate records. The ELF 
System' - '' can compute loan payments, do estimates, create form letters, even games. 
AdventureWriter"'' lets you dream up your own mysteries, riddles, plots and conun- 
drums. And Dialog' M creates interactive programs without programming. Design tests, 
quizzes, spelling games— to teach, inform or just entertain 

For $5.00; prove it to yourself. M ^«tosepies 1 
Then collect a rebate, too. 

Don't take our word for how easy and versatile 
CodeWriter is. Try it yourself. For $5. 00, we'll send you a 
Demo Disk that will have you writing your own simple 
program in minutes. It's that simple. And fun. Charge it on 
Visa or MasterCard. 

That's not all. There's another plus. You'll get a 
$5.00-$10.00 Cash Rebate 1 " for your purchase. Your dealer 
has the details. 

CodeWriter will show you that the best programs for your computer are 
the ones you write yourself. After all, whose computer is it anyway? 

The CodeWriter Series 

To order your CodeWriter Demo Disk, or for the name of the dealer nearest you call, toll-free: 

1-800-621-4109 

* Plus 50c shipping and handling. T rt «. . ~_~,v 

tOffer expires 12/31/84. In Illinois Call: (312) 470-0700 t: CodeWriter Corporation, 1984 



CodeWriter Programs arc available for: Atari? Commodore 64? 
IBM*PC, PCjr, PC XT and compatibles, Kay Pro? Apple? ami WProfesskmaL 
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EDITOR'S NOTE 

JUST A SUCKER FOR SEPTEMBER 



For as long as I remember, Septem- 
ber has been my favorite month of 
the year. It's meant a time for so 
many new things — the school year, 
friends, at least one new fall "outfit." 
and, above all, ideas — learning. I 
could hardly wait until I was old 
enough to start school. So, when I 
was still 4V'2 years old and officially 
too young to enroll in kindergarten, 
I made life miserable for my mother, 
until she found a way around the 
system. 

I'm such an obvious sucker for 
back-to-school nostalgia that I won't 
pretend I've never written about the 
subject before. But this year is dif- 
ferent. It not only marks our first 
anniversary issue, but also the cele- 
bration of a new kind of exciting 
learning — with computers — that is 
revitalizing learning everywhere. It 
was the awareness that families 
were taking on a new role in their 
children's education, and that adults 
too were eager to master this tech- 
nology at home, that led to the deci- 
sion tO publish FAMILY COMPUTING. 

The impact of the new, widespread 
access to information made possible 
by the microcomputer is the main 
topic on the mind of Kenneth 
Komoski, the prominent educator 
who's the subject of this month's in- 
terview, conducted by our own Bill 
Camarda. Komoski's insights place 
computers in their proper, long-term 
perspective. 

Our Home-School Connection 
(page 16). by Anthony D. Fredericks, 
is full of useful advice for parents 
and teachers who want to promote 
better computer use in their school. 
And in this month's Games column 
author James Delson talks about all 
the learning — much of it unexpect- 
ed — that's available through some 
popular computer games. 

Among the computer's greatest 
benefits is the access to learning it 
brings to people who formerly were 



isolated by their physical inability to 
travel to a school. This month's lead 
feature, "TeleLearning: The Comput- 
er Brings the Classroom Home" ex- 
plains how anyone with a computer 
and a modem can learn from home, 
with the possibility of even going so 
far as to earn a college degree. 

For the precollege set, the prospect 
of taking the SATs has traditionally 
set their hair on end. Now. the tu- 
toring programs that have become 
so popular in recent years have 
"gone computer." "SAT Software: 
Docs It Make the Grade?" explores 
the value of these programs and 
compares their features. 

Because we seek to serve people 
undertaking a learning process, edu- 
cation-related articles are part of ev- 
ery issue we publish. We try to focus 
on new ways to learn old subjects 
and on new subjects that were born 
with the computer, such as pro- 
gramming languages. If you've been 
meaning or wanting to try- your 
hand at learning to program in 
BASIC, don't miss our brand-new 
"Byte-Size BASIC." page 76. 

If Logo appeals to you, you'll want 
to follow our six-part series on 
"Learning Logo." beginning in this 
issue (page 44). The important mes- 
sage we want to get across is: Don't 
ever hesitate to try a new learning 
adventure. I'm enjoying one right 
now. writing this copy in Detroit, 
Michigan, on a 4-pound Radio 
Shack Model 100 and transmitting 
it by phone to family computing's 
New York office. The computer has 
made it possible for me to fulfill fam- 
ily obligations in one city and meet 
the demands of my job in another. 
These are important parts of my life, 
but it's only because of a computer 
that I can do justice to them both. 

CLAUDIA COHL 
EDITOR-IX-CHIEF 
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DISCOVER COMPUTERS WITH ATARI. 




1 



AtariWriter 
makes it easier 
to be a 
better writer. 



"You get to spend your 
energy on ideas rather than 
typing." 

—Alan Alda 




The AtariWriter™ program 
takes the drudgery out of writing 
by eliminating the drudgery of 
typing — worrying about typos, 
whiting out mistakes, retyping 
new drafts over and over and 
over 

Spend more time writing, 
no time retyping. 

Whether you're writing a per- 
sonal letter, a paper ior school, a 
report for your club or magazine 
articles for a living, AtariWriter 
lets you compose and edit your 
text on your TV screen, before 
you put it on paper. Got a 
sentence that seems out of or- 
der? It's easy to reposition it with 
AtariWriter. Would the third 
paragraph make more sense as 



the fifth paragraph? It's just as 
easy to move whole paragraphs 
around. Are you a miserable 
speller? Add the new 36,000 
word ATARI® Proofreader™ 
program and your ATARI Home 
Computer will search 
out spelling errors for 
you. You can even 
t » § instruct the Proof- 
reader program 
I to check spelling 
on technical words 
you may need in your writing. 

Not a word touches paper 
until you're sure 
it's right. 

Remember, you've been able 
to make all these changes be- 
fore a single word has been put 
on paper. You've been spending 
your time creating, not wasting it 
typing draft after draft. But when 
you finally feel your writing is 
polished to perfection, the 
ATARI 1027™ Letter Quality 
Printer will print out as many 
crisp, clean copies as you need 
on plain bond paper or your 
personal stationery (It even 
automatically numbers pages 
for you!) 

What if you suddenly find you 
need more copies six months 
from now? No problem at all if 
you've got either the sophisti- 
cated ATARI 1050™ Disk Drive or 
less expensive 1010™ Program 
Recorder. These devices let you 



"store" your text indefinitely "just 
in case!' 

Here's what you need to 
start writing better. 

The AtariWriter word process- 
ing program works with any 
ATARI Home Computer- 
including the new 600XL™ and 
800XL™ You can choose either of 
two ATARI printers: the high 
speed ATARI 1025™ 80-column, 
dot matrix or the ATARI 1027 Let- 
ter Quality model. And either of 
two text storage systems: the 
ATARI 1050 Disk Drive or ATARI 
1010 Program Recorder. No mat- 
ter what combination you 
choose you'll be paying less than 
most other word processing sys- 
tems. 

Stop by your Atari Dealer 
today and see how much easier 
it is to be a better writer — now 
that Atari has made it so much 
easier to write. 



DISCOVER 
WHAT YOU AND 
ATARI 
CAN DO. 

0 1984. Atari. Inc. All rights reserved 
O A Warner Communications Company 



LETTERS 



A MIRACLE 
GADGET 

I just discovered that I'm an inven- 
tor. I call my miracle gadget the 
"Data Liner." It has eased the drudg- 
ery of typing data statements, and 
hopefully other family computing 
readers can benefit from it. 

Our TI and its expansion box take 
up most of the room on my sewing- 
machine cabinet leaving little room 
for a magazine. Whenever I copied a 
program from a magazine, the mag- 
azine invariably found the worst 
time to slither to the floor. I now fold 
the magazine, leaving only the col- 
umn I'm copying showing. A rubber 
band keeps it from unfolding and 
the magazine no longer slithers. An 
added bonus is that the rubber band 
can be scooted down the page — un- 
derlining difficult lines such as data 
statements — hence Data Liner. 

LOUISE GOAD RITCHIE 

Frankfort. Kentucky 



TUTORING SIS 

My TI-99/4A has been great for my 
family ever since we got it. My father 
has one also, but all he does is play 
games on it! Last weekend I went 
over to his house, and I just hap- 
pened to bring along my collection of 
family computings. My sister told me 
she had never seen a print statement 
nor ever touched a computer key- 
board. Then I showed her how to 
type in a program and explained 
what some statements meant; we ac- 
complished a lot. Her two favorite 
programs were the Turkey (Novem- 
ber 1983 issue) and Personal Valen- 
tine (February issue). I want to 
thank you for showing my sis the 
world of computer programs. 

Jennifer svoboda, age 13 
Villa Park. Illinois 

SOME WORDS 
FROM HOMEWORD 

I would like to take this opportunity 
to thank you very much for your re- 



view of HomeWord in the June is- 
sue. Given the range of features that 
were noted, I realize it is very diffi- 
cult always to be 100 percent accu- 
rate. The only point I would like to 
correct is the N/A listing under 
chain printing for HomeWord. While 
a few of the word processors listed 
had chain printing, the include doc- 
ument facility in HomeWord is 
much more powerful than simple 
chain printing because it returns to 
the original file upon completion of 
printing the included document. 

It therefore allows the user to in- 
clude standard paragraphs in the 
middle of documents. The iNCLUDEd 
documents may be of any length and 
may contain additional includes. 
You are allowed up to eight levels of 
include, which should be sufficient 
for anybody's needs. 

thomas cain, president 
Target Technologies, Inc. 
Norwalk, Connecticut 
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COMPUTING: 

IT'S THE CAT'S PAJAMAS 




As a subscriber to family computing, I 
am sending an enlargement of a 
photo I took of our cat using our 
Commodore 64. I feel this picture is 
an example of a complete computer 
family! 

CINDY L. FEIOCK 

Canton, Pennsylvania 



EAGER FOR NEW INFO 

After buying the January issue of 
family computing, I found it to be 
worth every penny. The article The 
Primer was very informative for me 
since before reading it I knew noth- 
ing about computers. I was very anx- 
ious to purchase the February issue 
to receive additional information in 
The Primer. (The January issue 
stated: "New information will be pre- 
sented periodically, and existing sec- 
tions will continually be adapted and 
updated.") I have just bought the 
February issue and found the infor- 
mation exactly the same as the pre- 
vious months. 

I hope that the information will 
change in future issues, as I have 
subscribed to your magazine and am 
still eager for my next issue. 

KIM o. PRICE 
Waterville. Maine 

editor s note; Eager to add new col- 
umns, such as Telecomputing and 
a special series on Logo (starting 
in this issue), we may have neglect- 
ed The Primer. But, we haven't 
forgotten our promise. An expanded 
version will appear in the Novem- 
ber issue. Thanks for the reminder. 



THANKS FOR GREAT STUFF 

Thanks for putting in programs for 
the (TRS-80) Color Computer. I 
thought the Mother's Day program 
in the May issue was great. Please 
continue the good work, although I 
wish you would include more puzzle 
programs for the TRS-80. 

And would you please tell me what 
computer is used to draw the "Basic 
Booth" cartoons? I think they are 
great. 

terry duplantis 
Kenner, California 

editors note: The computer-gener- 
ated cartoons George Booth has cre- 
ated for "Basic Booth" have been 
done with a Commodore 64 and a 
KoalaPad. And, when we run a 
puzzle program, we include a ver- 
sion for the Color Computer. 

CORRECTION 

In the August family computing Games 
column, we published incorrect infor- 
mation about tips for Infocom text ad- 
ventures. Invisiclues and a map for 
every Infocom adventure are available 
for $7.95 each, by calling (800) 262- 
6868 or writing to: Infocom, C.S. 
6237. Farmingdale, NY 1 1 735. 



Let the gibberish stop here. 
The TDK No-Risk Disk.™ 

Because no matter how many times you play it, the TDK No-Risk 
Disk won t scramble your thoughts or play games with your words. 
Not once. Not ever. 

Our lifetime replacement warranty guarantees that. 

And our almost 50 years of experience 
in developing superior magnetic recording 
products support that. 

That incidentally is more than you can 
say for any other disk. 

Bringing us to our point. 

Don't play games with an ordinary disk. 

When you can play for keeps with an 
extraordinary disk. 

TDK offers a complete line of the most popular disks in 5V«- and 8-inch formats. 

TDK.THE NO-RISK DISK. 




BEHIND THE SCREENS 




Making Computers 
a Household Word 

In Menlo Park, California, you can 
buy a house that practically runs it- 
self—by computer. 

Model homes in Southampton 
Co.'s new Benicia development 
feature a "home control package," 
which uses a microcomputer 
and software to monitor the heating, 
electrical, and security systems. 
They also have a computerized water 
system with sensors that detect dry 
soil and activate lawn sprinklers. 
Southampton will install all the wir- 
ing and sensors for you; you just 
have to buy the central computer. 

Silicon Valley families that don't 
want the "home control package" 
can still get "computer ready" homes 
with large closets that have been 



prewired for easy conversion into 
computer workstations. 

Southampton Vice President Vic- 
tor Freeman says computer ready 
homes are designed for the growing 
number of people who are working 
at home, via the computer. 

— PAM HOROWITZ 

Two-Faced 
Floppies 

That game you bought for your 
Commodore 64 won't run on your 
friend's Atari 800XL, right? Right. . . 
until now. Some software manufac- 
turers are beginning to sell disks 
that will work on more than one 
kind of computer. If the trend con- 
tinues, it could mean more conve- 
nience and lower software prices for 
home computer users. 



Scarborough Systems of Tarry- 
town, New York, is introducing two 
new software packages in which a 
Commodore 64 program appears on 
one side of a floppy disk, and an 
Atari version appears on the flip 
side. The programs are Run Jor the 
Money, an educational game, and 
an as yet unnamed personal finance 
management program. 

"I think we'll also be doing that in 
the future," said Peter Johnson, ad- 
vertising manager for Synapse Soft- 
ware in Richmond, California. "We 
really think it's both to our advan- 
tage and to the retailer's advantage." 
Software retailers like any innova- 
tion that puts more than one ver- 
sion of a program into the same 
package, because it lowers their in- 
ventory costs. In a competitive mar- 
ketplace, this could mean lower soft- 
ware prices. 

"Intersystem formatting." a new 
technology developed by Data Encore 
of Sunnyvale, California, may allow 
some software companies to put two 
versions of a program on the same 
side of a disk. 

Nortronics Inc., a Minneapolis, 
Minnesota, firm, uses the process 
in its Diskette Head Cleaning Kit, 
which runs on both the IBM PC and 
the Apple II series. 

One limitation of intersystem for- 
matting is that programs must be 
small enough to fit on a disk with 
other versions. This means the tech- 
nique will most likely be used with 
utility or game programs, not with 
complex business software. 

Silicon Valley East 

For years, the old Wannalancit tex- 
tile mill in Lowell, Massachusetts, 
sat deserted. Now, it's filled with 
companies such as Hayden Soft- 
ware. Cadmus Computer Systems, 
and Custom Silicon. They are the 
symbol of Lowell's change from a de- 
pressed mill town to a town at the 
forefront of the computer revolution. 

"There's a new spirit here," said 
Raphael Miller, who's in charge of a 
massive project to put computers in 
the Lowell schools. "Lowell needed to 
pull itself out of a mill town psychol- 
ogy, and it has." > 
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Its only business is managing your home finances. 

No program does it more quickly, more easily, more directly. 



Your Personal Net Worth systematizes 

the management of your household income, 
expenses! credit cards and check books — 
using methods tested for accuracy by Touche 
Ross, one of the nation's leading accounting 
firms. 

Your Personal Net Worth puts your com- 
puter to work, keeps your records straight, in- 
cluding your personal inventory of valuables 
and stock portfolio, tells you where and how 
you're spending your money or if you're mak- 
ing a shambles of your budget. And does it all 



in less time than it takes you to balance your 

ch ela^J0O1^■^™^~ ,B ™ B, ■~■™™^~ , ■ , ™■~ , 

Nothing else — no other program at twice 
the price — makes handling your personal 
money matters simpler, faster and more direct 
than Your Personal Net Worth. 

You'll find it at your favorite software 
retailer in the silver box with the real 
silver dollar on the front. It could be the 
single most valuable purchase you'll 
ever make. 



Record all banking and 
any credit card trans- 
actions, reconcile bank 
statements instantly (up 
to 10 separate bank ac- 
counts can be handled), 
— print checks, too. 



Set up a budget (as many 
as 350 categories) — and 
then compare your actual 
income and expenses to 
the budget. 



Ngygrforgetatax-dedu 
tibieitem. lodayoratt 



return time. 



Display or print every 
financial report you'll 
ever need. 






Record stock, bond and 
other investment trans- 
actions. Inventory 
household valuables, 
collectibles and 
mportant papers for 
insurance and other 
purposes. 



Your Personal Net Worth 
works fast because it's in 
machine language. Docu- 
mentation in plain English 
is referenced for easy 
use. "Help" functions on 
screen at all times. 



Available for: 



IBM-PC/XT/PCjr (128K) 
Apple II +/lle/llc (64K) 
Commodore 64 
Atari (48K) 
The Program comes 
with two disks, one of 
which has accounts al- 
ready set up for entry. 
However, only one disk 
drive is necessary. 



■HIM m m U You " grow 

Thn v/zim/iiviii/iH Vifmm 

I IIU VIUI l/VI WWII **J^f(rffl« 

P 1984, Scarborough Systems, Inc., 25 N. Broadway, Tarrytown, N Y 10591 M 



BEHIND THE SCREENS 




Some of Lowell, Massachusetts' old textile mills 
now house state-of-the-art computer companies. 



The changes in the city began a 
decade ago when local leaders, work- 
ing with Lowell-born U.S. Senator 
Paul Tsongas, organized a massive 
effort to bring in high technology. In 
1977, Wang Labs, a nearby word- 
processing and microcomputer com- 
pany, moved its headquarters to 
Lowell. With 13 local plants. Wang 
is now the city's largest employer. 

City officials say it was the cooper- 
ation between business and govern- 
ment that made the drive for high 
technology work here, as compared 
to other communities where it has 
failed. And work it has: The unem- 
ployment rate is now a low 3.9 per- 
cent, down from 15.8 percent in 
1974. More than 12,000 new jobs 
have been created in Lowell, a city of 
92,000 people, and almost all arc in 
the computer industry. 

— KATHRYN BONN 

The Oxford 
English Data Base 

The Oxford English Dictionary, all 
20.000 pages of it, is being comput- 
erized. At the end of this S10 mil- 
lion. 4-year project, home computer 
users should be able to retrieve OED 
entries on-line, and they may be able 
to buy a complete OED videodisk. 

One hundred and twenty tvpists at 
International Computaprint Corp. 
in Fort Washington, Pennsylvania, 
have been at work typing the 
60 million words that comprise the 
OED. which is commonly considered 
the ultimate reference work on the 
English language. They should be 
finished next month. Then comes 
the task of figuring out who'll be us- 
ing the "New" Oxford English Dictio- 
nary — and structuring the data base 
to meet their needs. For example, 
there may be special versions of the 
OED for medicine, law, sports, and 
music. 

The Oxford English Dictionary is 
celebrating its 100th anniversary 



this year. Oxford University Press 
spokesperson Jeffrey Seroy says, 
"English, in the computer age. has 
become the world language. Com- 
puterization will ensure that the Ox- 
ford English Dictionary remains the 
principal dictionary of that lan- 
guage. The new OED [is] a project 
not of national or regional, but of 
global proportions." 

IBM's British division contributed 
$1.4 million to help Oxford Universi- 
ty computerize its dictionary. 



Nibbles 

Lifeboat for Abandoned 
Computers: Lifeboat Associates, 
which publishes software for over 
300 microcomputers, says it will 
keep producing and selling software 
for computers discontinued by their 
manufacturers. In particular. Life- 
boat will support the TI-99/4A, Os- 
borne I. and Victor 9000 computers. 
For a catalog, write to Lifeboat, 
Dept. C, 1651 Third Ave., New York, 
NY 10128. 

PC Perks: Major companies are 
beginning to give free personal com- 
puters to top managers, according to 
Executive Compensation Services, 
Inc. (ECS), a consulting firm. While 
only 3.9 percent of the firms sur- 
veyed gave away computers last year, 
that number will grow quickly, ac- 
cording to ECS President Edward T. 
Redling. "It's a perk that companies 
gladly provide because it makes the 
executive more productive." 
A Million Bits: That's how many 
fit on IBM's newest experimental 




IBM's Karen Kaigle holds a batch of brand-new 
megabit chips. 



memory chip — four times their pre- 
vious record. IBM used existing facil- 
ities to make the chip, which means 
it could start mass-producing them 
sooner than had been expected. 
These "megabit" chips could show 
up on office computers in just a few 
years, and then, who knows . . .? 



FAMILY COMPUTING 
Comes to TV 




We'll see you on TV next month — 
and every week for the next six 
months. 

A new TV series based on family 
computing magazine is about to pre- 
miere on the Lifetime Cable Net- 
work, which reaches nearly 24 mil- 
lion cable subscribers nationwide. 

Like family computing magazine, 
our television series will focus on 
people, not machines. We'll show 
how real families are using comput- 
ers in everyday life. We'll offer con- 
sumer tips on buying software, and 
show you what's new in computer 
graphics. The 26-program series will 
have something for everyone — par- 
ents, children, novices, and experts. 

We'd like you to be part of our TV 
show. Do you have questions you'd 
like answered? Ideas you'd like to 
share? An exciting new use for your 
computer? Drop us a line. The ad- 
dress is "family computing TV Show," 
730 Broadway, New York, NY 10003. 

The show will be coproduced by 
Scholastic Productions Inc., a sub- 
sidiary of Scholastic, Inc., publish- 
ers of family computing; and by Al 
Perlmutter, whose credits include 
"Consumer Reports Presents." and 
"The Great American Dream Ma- 
chine," an Emmy-winning PBS 
newsmagazine show broadcast dur- 
ing the early 1970s. 

Look in your cable guide for the 
family computing broadcast schedule 
in your area. 



If you've got a good bite-sized piece of 
computer-related news involving people, 
trends, or innovations, let's hear it. We 
will pay S25 for each item we publish. 
Write to Behind the Screens, c/o family 
computing. 730 Broadway. New York. NY 
10003. 
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* 

These an the hands of a 
master typist. 



(Jonathan Pandolf i, age 7.) 



Master-Type— the best-selling program that 
turns learning into child's play. 

Given the choice of learning a skill or playing a 
game, most kids go for the game. 

So how has MasterType" gotten so many 
young kids to sit still long enough to learn to type? 

By being fun. By bringing the fast action of 
video games to each of MasterType's lesson 
program segments. 

Kids get so caught up in zapping spaceships, 
_thay-hardly-realiz e the y v e m astered-the k eyb o ard 



WeTyP in9 ' n 



Warning: Parents like it, too. And may find 
themselves unwittingly becoming expert typists 
before they know it. 

Disks: Apple? Atari? Commodore 64* $39,95 
IBM-PC $49.95 

Cartridges: Atari? Commodore 64" $39.95 

Try the other programs in the Scarborough 
System— Songwriter PictureWriter', - Phi Beta 
Filer7 Pattern Maker™ and Runforthe Money? All 
Scarborough software utilizes your computer's 
capabilities to the fullest. And perhaps more 
importantly, all are easy to use. 




Apple, IBM and Atari are registered trademarks of Apple Computer. Inc.. International 
Business Machines Corp. and Atari. Inc. respectively. Commodore 64 is a trademark of 
Commodore Electronics Limited. 



MM M m M You'll grow with us. 

The Scarborough System. 

_ © Scarborough Systems, Inc., 25 N. Broadway, Tarrytown, New York 10591^ M 
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How to talk your parent 



There's a new Apple 8 Personal 
Computer called the He that's so complete 
and so affordable that getting your 
parents to buy one should be easier than 
learning Logo. 

If, that is, you know what to say. 

For example, don't tell vour parents 
that the lie has the first true 128K VLSI 
motherboard, dual built-in RS-232 ports 
and a built-in half high disk drive. Or 
that it has a switchable 80/40 character 
display and built-in mousetronics so it 
can use an AppleMouse. 

You know that's incredible in an 
8 pound* computer, but all those specs 



may make your parents uncomfortable. 

Just tell them that the Apple lie can 
run more than 10,000 programs written 
for the Apple He, the most popular com- 
puter in education at all levels. And it 



You might also mention that its a 
bargain. It comes with everything you 
need to start computing in one box- 
including an RF modulator that lets you 
hook it up to your TV die moment you 




Tbe lie shows offits true colon with AppteWks advanced business sqftuwv With MousePaint, you amid become 
SiMjwc's /•'/#/ Simulator II avfi a fxiwnt could lot e ' tlx' next Ptom Or & next (hirhs Schulz. 

works just the same as the Apple com- get it home. There's even a free 4- 
puters you learn on in school. diskette course on computer basics they 



nto parting with $1300. 



can use when you're too busy to show 
them how 

All for under 51,300** part of an Apple lie s 

Of course, they probably won't want price from their 

to hear that it runs more games than taxes if they use 

any other computer in the world except it for business, 
the Apple He. Even if they 

But they might I i ke to know that i t always keep it at 

also runs advanced business software. home. 
Including specialized programs for every Dorit confiise 

profession from doctoring to farming to them right now with 

astronauting. Not to mention personal the wide array of Apple lie accessories 

productivity software to manage their and peripherals. Like Apples 1200/300 



personal finances and taxes. modems. Or the He's low cost frill-color 

Speaking of which, they can deduct graphics/text printer. Scribe. 



IhellcBagbas room a power pack sq/htwe, \$\\[ iisSLlTG them 

eten notebooks. So Us worn a lew extra buds . _ _ 

that your He can grow 
just as fast as you do. 

Now, if all of 
these carefully rea- 
soned arguments fall 
on deaf parental 
ears, don't despair. 
There is still Li^ 
one thing more you can do. 
Get a paper route. 




• 77* lie alone weighs just 7 5 pounds. l\*ier pacts, monitors, printers, modems and mice can make it as hem asvau d like. * * Suggested retail price. © 1984 Apple Computer. Inc. 
Afjpk and tbeApple logo an'tnuiemarksof^pple Computer. I nc fa an authorized Apple dealer nearest you. call (800) 538 -%%. In Canada, call (800) 268 1196 or (800) 268 63' 



HOME-SCHOOL CONNECTION 

PUTTING OUT THE WELCOME MAT 

1 2 Ways to Get to Know Your Schools Computers 



BY ANTHONY D. FREDERICKS 




The revolution is upon us. Starting 
quietly, it built up some momentum, 
and is now surging forward at a rate 
difficult to keep pace with. And it's 
spreading faster and faster. What is 
it? The computerization of our 
schools. Not since the launching of 
Sputnik has such a movement swept 
up the educational consciousness of 
the American public. 

Obviously, the impact that com- 
puters will have on our children's 
lives — both in the classroom and at 
home — will be felt for many years to 
come. This means we must begin 
developing bonds between home and 
school: partnerships that ensure our 
children can take advantage of all 
the benefits of this remarkable revo- 
lution. In fact, research shows that 
when educators and parents work 
together toward common goals, 
children achieve a much higher 
degree of academic success. 

The impact of the computer revo- 



anthony d. Fredericks is a reading 
specialist in the Catasauqua Area 
School District in Catasauqua. 
Pennsylvania, and a contributing editor 
to Early Years magazine. He has 
conducted community involvement 
workshops for parents and educators 
across the country. 



lution depends largely on the under- 
standing that we have about its role 
in education. Keeping everyone in- 
formed about the dynamics of com- 
puters guarantees that the home- 
school partnership can be a positive 
one. There are lots of ways that com- 
munity groups and parent-teacher 
organizations can take a leading role 
in promoting a better understanding 
of computers and their classroom 
applications. The following ideas of- 
fer you the opportunity to become 
more aware of and involved with the 
vitality of computers in education 
and their importance for your chil- 
dren — both now and in the future. 

1. Workshops. Many of us need 
very basic information about com- 
puters and their educational uses, 
even if we already own one. To 
introduce the computers used at 
school, set up a series of work- 
shops — informative discussions cou- 
pled with hands-on experience with 
both hardware and software. (For 
more information, see the accompa- 
nying article.) 

2. Informational Guide. To 
reach a greater number of people, a 
committee of parents and teachers 
can produce a booklet or brochure. 
It could list the types of computers 
in the school, how they are being 



used as a part of the instructional 
process, the various opportunities 
that students have to use comput- 
ers, and several questions and an- 
swers on common concerns. If you 
distribute these guides through local 
businesses or community organiza- 
tions, you'll increase your audience. 

3. News Bulletin. A good way to 
keep everyone up to date on comput- 
er developments in the schools is by 
periodically publishing a newsletter. 
(You can even use a computer to 
produce it.) The bulletin could fea- 
ture articles on 1 ) computer-related 
events at school and in the commu- 
nity, 2) software that has been ac- 
quired for certain grades or subject 
areas. 3) noteworthy items selected 
from a variety of computer-related 
magazines. 4) simple programs de- 
veloped by teachers or students that 
families would enjoy using together, 
5) a question-and-answer section, 6) 
recommended educational software 
that families can use at home, and 
7) guest columnists (teachers, par- 
ents, administrators, and students) 
addressing specific computer issues. 

4. Volunteer Program. First- 
hand experience in working directly 
with hardware, software, and stu- 
dents can be an enlightening experi- 
ence — giving parents real oppor- 
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Start A Tradition 
With Advanced Ideas 




Bring the whole family together with 
programs that are educational flexible, 
extendable and fun. As the years go by 
you'll be glad you did. 

Families like yours know programs aren't 
all the same. And that a computer is only 
as good as the software that runs on it. 

So go ahead. Demand programs flexible 
enough to fit your children's abilities as 
they grow. Insist on features that extend 
subject matter as far as you want to take 
it. And be unimpresed if the whole thing 
isn't great fun. Then watch as your family 
keeps coming back to Advanced Ideas. 
You'll discover that you've really started 
something. 

How to Choose Software 
for Your Home 

"As an educator with over a decade of 
experience using computers with child- 
ren, I've found there are key features in 
a well-designed learning game. One 
is extendability. 

Look for enough variety to hold your 
child's attention over time. Some games 
are appealing in the short run, but are 
quickly mastered. Supplementary materi- 
als such as disks of added lessons can 
continue your child's interest and 
enjoyment. 

The ability to modify a program is another 
form of extendability. Authoring systems 
can let you create lessons on your own 
topic areas for any age level and allow 
children to create and save original work, 
giving a sense of completion and pride 
vital to learning." 

Software of Choice 

Advanced Ideas (formerly Computer- 
Advanced Ideas) leads the industry with 
programs designed for extendability 
through easy-to-use authoring systems 
and a unique library of LearningWare™ 
diskettes. Rich game play and sound 
educational design have won Advanced 
Ideas programs the approval of 
the National Education Association. 

Ask to see a demonstration at your local 
computer store. 
Then make 
Advanced Ideas 
a tradition 
in your home. 





'Advanced Ideas 

Bringing Ideas Home 

2550 Ninth Street Suite 104 Berkeley. CA 94710 
(415)526-9100 

Advanced Ideas programs are compatible with the most popu- 
lar computers: Apple/ IBM * and Commodore ™ 

Advanced Ideas programs are compatible with the most popu- 
lar computers: Apple/ IBM* and Commodore/* 




f 



Geoff Zawolkow 

Vice President Product Development 
Advanced Ideas 



HOME-SCHOOL CONNECTION 



tunities to see the value and place of 
computers in the classroom. And. by 
volunteering in the classroom for 
several hours a week, you'll no doubt 
feel a greater involvement in your 
child's education. Warning: Setting 
up a successful volunteer program 
requires a great deal of time, as well 
as personnel willing to train the vol- 
unteers. 

5. Computer Corner. When deal- 
ing with a new technology like com- 
puters, the importance of a comfort- 
able learning environment cannot be 
overemphasized. Work with school 
officials to set up a special place (an 
unused classroom or storage room) 
where families and other community 
members can visit. Computer books 
and magazines, student-made and 
commercial programs, instructional 
materials for home use, and litera- 
ture can all be made available for 
loan. Is is possible to lend some of 
the school's hardware on an over- 
night basis? It's a valuable opportu- 
nity for families to "preview" com- 
puters and software before buying. 

6. "Hot Line/' Not all parents 
have the free time to visit school 
during the day. You can. without 
much hassle, set up a telephone an- 
swering service for a few hours each 
evening (or on one night each week) 
to respond to the interests and con- 
cerns of parents. Or, tape a message 
and record it on an answering ma- 
chine. Different messages each week 
would offer families a chance to call 
in and get valuable information in a 
casual manner. 

7. Computer Conference. Show 
off! Extend invitations to the com- 
munity, families, elected officials, 
and the press to visit the school on a 
scheduled evening. They could view 
the computing facility, observe the 
hardware and software in action, 
and discover how students use these 
new educational tools. If practical, 
engage the visitors in some pro- 
gramming, organize a debate, or 
schedule a series of sessions led by 
both teachers and parents on fea- 
tures of the computer program. In 
addition, invite company representa- 
tives to demonstrate their products 
and their uses in education. Be sure 
that news releases are sent to the lo- 
cal media both before and after the 
event. 

8. Information Plus. Most ev- 
erybody looks to the local newspaper 
for news of what's happening in 
their community. Check into the 
possibility of a column being pub- 
lished in your local paper to let peo- 



ple know what's going on in the 
schools. The articles could be writ- 
ten by a particularly knowledgeable 
parent or teacher — or it might be a 
terrific opportunity for a student 
who's interested in getting some 
writing experience. Public-service 
announcements distributed to the 
local radio stations are another way 



of keeping the community informed. 

9. Computer Saturday. Turn 
machines into merriment by orga- 
nizing a weekend computer fair sim- 
ilar to school carnivals. Displays, 
booths, and exhibits could be set up 
around the school emphasizing a va- 
riety of computer-related activities 
(for example, computer games, 



HOW TO PLAN A 
SUCCESSFUL 
COMPUTER WORKSHOP 



Many local parent-teacher groups are 
organizing computer workshops to 
introduce the role of computers in 
education. These workshops offer 
families hands-on opportunities to 
interact with computers in a re- 
laxed, nonthreatening way. Whether 
they are organized as a single pre- 
sentation or scheduled over several 
weeks, workshops need to follow sev- 
eral guidelines to be successful. The 
following information will direct you 
in planning worthwhile programs. 

BEFORE THE WORKSHOP 

I • Find out what people need. Use 
questionnaires, surveys, or check- 
lists to determine what your audi- 
ence already knows and what they 
need and want to find out. More 
workshops have failed because the 
potential audience's needs were not 
assessed, than for any other reason. 

2* Involve as many people as possi- 
ble. Get the support and participa- 
tion of teachers, administrators, stu- 
dents, parents, and community 
members, including local vendors. 

3* Choose a comfortable location. 
Whether it's the local school, a 
church, or community building, se- 
lect a site that's convenient for 
everyone. Provide plenty of advance 
notice and check seating capacity, 
lighting, equipment, and arrange- 
ments for refreshments. 

DURING THE WORKSHOP 

1 • Make it a family affair. Atten- 
dance will increase and support will 
be guaranteed if the entire family 
has opportunities to participate. 

2* Design warm-up activities. De- 
velop some creative icebreakers or 
activities that get participants start- 
ed. Keep them fun and informal— 
but make sure they are related to 
the content of the workshop. 



3« Keep the lectures to a mini- 
mum. Remember that people learn 
more with actual hands-on contact 
with computers. Games, simula- 
tions, and guided practice can stim- 
ulate greater awareness and appreci- 
ation than do traditional lectures. 

4« Use a variety of activities. Offer 
participants a lot of group interac- 
tion and active participation. Vary 
group size, length of time segments, 
and ways of communicating. 

5* Keep the workshop design sim- 
ple and orderly. Present easier skills 
before more difficult ones. Demon- 
strations before actual practice is 
usually valuable. Above all, don't 
schedule too much in one workshop. 

6. Be flexible. Be prepared to alter 
the design of the workshop or to 
make some changes due to unfore- 
seen circumstances. Keep in mind 
family commitments, sporting 
events, or community activities that 
may affect attendance. 

AFTER THE WORKSHOP 

1 • Conduct an evaluation. Ask par- 
ticipants to identify the most helpful 
parts of the workshops as well as the 
most disappointing. This informa- 
tion can be invaluable when plan- 
ning future events. 

2* Provide follow-up. Offer partici- 
pants the opportunity to write or call 
for further information. You may 
even want to provide additional 
practice sessions for those who 
missed some scheduled events. 

3« Enlist volunteer support. Re- 
cruit participants from previous 
workshops to serve as instructional 
aides for the next series. They'll have 
developed an additional appreciation 
for the role of computers, but even 
more important— they will be enthu- 
siastic and will pass that along. 
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Intelligence Quest Software 

Division of The Avoton Ml Gam* Company 
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Get an IQ for YOUR 
home computer! 




Stocks & Bonds 

ft 




Intelligence Quest Software 4 

DMslon o» Th© Avoton HHi Gome Company 




Intelligence Quest Software' 
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< : ■ The law of supply and demand reigns supreme in this game 

that shows exactly how fortunes are made and lost. The object is to know 
when to buy and sell the six commodities in competition with other players 
and your computer. An exciting, fast moving, educational game. Portrays 
what real-world economics is all about. Ages 1 2 to adult. 
Commodore 64 • and Atari 8 (32K) cassette; two-sided diskette for Commodore 
64" and Atari - home computers. $16.00/321.00 
; . A valuable tool for teaching important con- 

cepts that influence modern investment strategies. Fast-paced and 
enjoyable format allows players to invest in securities and challenges them to 
show a profit in their dealings. As play progresses, the player gains a graphic 
understanding of such concepts as Bull and Bear markets, the importance of 
performance histories in planning an investment strategy and many other 
factors that apply to the modern stock market. 

Commodore 64* and Atari® (48K) cassette; diskette for TRS-80* (32K). Apple" 
(48K), Atari 5 (40K). IBM" (48K) and Commodore 64' . $20.00/325.00 
/£.';'•"'• • v -i;;v/> A game of knowledge, where the player(s) select 

subjects and categories. Teachers, parents or students can choose subjects 
such as mathematics and spelling, with unique options for controlling game 
difficulty. An unlimited tool for testing any player's comprehension of man's 
total knowledge. Truly a game for all ages . . . especially trivia buffs! 
Diskette for Apple" (48K), Atari* (48K) and IBM PC*(64K). $26.00 
A challenge to the child's ability to handle basic multiplication and 
division. The child is required to use mathematical skills to protect an area 
from incorrect answers, in the form of rocket ships, that try to land from above. 
Each game contains 3 levels of multiplication and division. In division levels, 
the player attempts to destroy numbers not divisible and let those that are 
land safely. In multiplication levels, the player attacks numbers, not the 
product of the multiplier, while allowing correct answers to land safely. In all 
cases, when he or she destroys a correct answer by mistake, the computer will 
sound out and flash the correct answer on the screen. Allows a child (ages 8 
to 1 2) to learn and enjoy at the same time. 

Commodore 64 " and Atari* (32K) cassette; two sided diskette for Commodore 
64? and Atari - home computers. $ 1 6.00/S2 1 .00 

Available at leading computer and hobby stores everywhere, or call 
toll-free: (800) 638-9292 for a store near you. Ask for operator I. 



To illuminate the developing mind 
and spark the creative imagination . 
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THE FIRST INTELLIGENT INVESTMENT 
THE IBM PC USER SHOULD MAKE. 




To get the most from your IBM 
PC you need good software. To get 
anything out of your software, you 
need to know how to use it. The 
right information at the right time 
can make the difference between 
frustration and satisfaction. 

INSTANT TUTOR!™ is a quick 
and easy learning package that 
runs on your IBM PC. Its one- 
on-one instruction; convenient, 
because it's there when you need 
it. Step-by-step instruction puts all 
you need to know at your fingertips. 



These INSTANT TUTOR! ™ courses 
are available at S59.95 per course 
plus S2.50 shipping and handling.* 
They come complete with Lesson 
Diskettes, INSTANT TUTOR! n * 
Presentation Software, and an Easy 
Reference Guide. 

Select one course or several: 

• How to Use Your PC 

• Beginning Instructions for WordStar 

• Beginning Instructions for dBase II 

• Beginning Instructions for SuperCalc 
Satisfaction Guaranteed. 10 day 
complete refund. 

Credit Card orders call: 
1-800-227-1617 Ext. 115 
InCA 1-800-772-3545 Ext. 115 

Or send check or money order to: 
Data Processing Educational Corp. 
4588 Kenny Road, Dept. 34 
Columbus, OH 43220 

*Ohio Residents Add Sales Tax 

INSTANT TUTOR! " is a trademark of Data 
Processing Educational Corp. 



IF YOU OWN A TEXAS INSTRUMENTS Tl 99/4A 
HOME COMPUTER, YOU NEED TO KNOW: 



WHAT IS UNISOURCE? 

• The leading mail order sup- 
plier of TI-99/4A equipment 
and software 

• Has availability of over a 
thousand different items for 
the TI-99/4A 



Provides a complete En- 
cyclopedia/Catalog at a 
nominal charge (or free 
with an order) 
Offers discount prices 
Provides a toll free order 
line for your convenience 



Accepts MasterCard or 
Visa charge cards at no ad- 
ditional charge 
Normally ships in-stock 
merchandise to you 
within 48 hours 




GEMINI 10X PRINTER: 

In addition to the features on the most popular printer, it has: 

• 120 cps Print Speed, compared with 80 cps 

• Friction and Tractor Feed 

• Three additional built-in character fonts, plus design 
your own character fonts... total of nine 

• $4.00 Replacement Ribbon instead of $12.00 Replacement Ribbon 

only $289.95 

Gemini 10X printer with RS232 card and cable (for Tl Peripheral Expansion Box) Only $389.95 

^w** 000 The Tl 99/4A UNISOURCE Encyclopedia/Catalog 

You will find this catalog represents the most complete collection of software, 
peripherals and accessories available today for your Tl 99/4A Home Computer. It includes 
all software and peripherals, and hundreds of new & exciting software packages from both 
Tl and third-party developers. There's also a collection of peripherals, accessories and 
supplies for your 99/4A. 

It will be available to you for ONLY $3.00 refundable with your first order. And, you'll 
automatically get future updates at no extra cost. For our current customers who already 
own our catalog, a new edition will be sent to you free. 

Our new discount program will allow you to receive additional savings on 3rd party 
software and books... 10% OFF on orders of $50 or more... 20% OFF on orders of $100 or 
more (not including shipping). 

CaJI today. Give us your name, address, Visa or MasterCard number, and we'll 
charge the $3.00 plus $1 .50 shipping to your account. Or, send check or money order for 
$4.50 to us at the address below. Remember, the $3.00 is refundable with your first order! 




UNISOURCE? 



P.O. BOX 64240 • LUBBOCK, TEXAS 794S4 

Toll Free 1-800-858-4580 (operator #99) 

(in Texes 806-745-8834) 



ELECTRONICS, INC. 



HOME-SCHOOL 
CONNECTION 

"guess how many bytes are in this 
computer," and simulated classroom 
activities). Keep the carnival fun and 
exciting — perhaps even award prizes 
(such as copies of student-created 
programs) for some of the activities. 

10. Adult Education. Some- 
times we adults— just like our chil- 
dren — prefer a learning environment 
where we study among our peers. 
One solution is to schedule an adult- 
education course for the community 
through the local high school. The 
course should be offered free of 
charge, or for a minimal fee, and 
should provide an introduction to 
the world of computing in a relaxed 
and informative manner. 

11. Computer Council. Take ad- 
vantage of the know-how you have 
on hand. If you set up an advisory 
council — made up of both teachers 
and parents — they can make recom- 
mendations on the purchase of 
hardware or software, and also act 
as a "clearinghouse" for passing in- 
formation out to the community. 
This group, sharing common inter- 
ests and goals, could put together 
newsletters, press releases, and oth- 
er printed information that could be 
distributed throughout the school 
district. 

12. Computers on Cable. Local 
cable TV stations are a great way to 
reach a large segment of the commu- 
nity. Develop a series of video tapes 
offering an introduction to comput- 
er-assisted instruction (CAI) as well 
as other uses of the computers in 
the schools. With kids and parents 
as "stars" in these shows — you'll 
have an almost guaranteed audience. 

Introducing computers to the 
school community need not be an 
overwhelming task. It should be 
based on the idea that the more peo- 
ple know about computers and their 
role in the educational process the 
more comfortable they will feel with 
them; not only in their homes, but 
in their schools as well. Increased 
knowledge about computers will be 
necessary as we move forward — ex- 
ploring new dimensions and exciting 
possibilities in education. Of equal 
importance is the fact that comput- 
ers become demystified and "friend- 
ly" when people learn more about 
them. The "computerized" partner- 
ships that form between home, 
school, and community are powerful 
bonds that can translate into im- 
proved academic achievement on the 
part of each and every youngster. 
And isn't that a revolution we 
should all join? wj 
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Educational Software 
That's More Than 
Fun and Games. 




With The Learning Company's 
educational software kids truly 
learn. And it's award- winning, 
designed by professional 
educators, field- tested in 
homes and classrooms and 
endorsed by the National 
Education Association. Fun 
today, tomorrow and for 
years to come. 



LOGIC 




The Learning Company 
545 Middlefield Road 
Menlo Park, CA 94025 
415-328-5410 



The Learning Company and all product 
names are trademarks of The Learning 
Company. 



Programs by The 
Learning Company are 
available on Apple,® 
IBM?' Commodore 647* 
and Atari' computers. 

Apple. Atari. IBM are registered 
trademarks of Apple. Inc. Atari Inc and 
International Business Machines Corp. 



The 



Company 



Now your teenagers 
can learn from teachers 
who teach teachers 
how to teach. 

Introducing The Series 
by Master Teachers from 
Thoroughbred. 

This unique series offers your teenagers the rare opportunity to learn-to reinforce 
and integrate concepts studied in school-through software developed by Master 
Teachers. 

Teachers who have been recognized by other teachers as being truly outstanding 
for their knowledge. And for their ability to inspire people to learn-not by rote, but 
through active participation. So that learning is quick, thorough, and fun. 

Master Teachers are so good at teaching, in fact, they teach teachers how to teach. 

The first 11 titles are available now 
Biology 

□ Exploring that amazing food factory, the leaf 

□ Photosynthesis: unlocking the power of the sun 

□ The fascinating story of cell growth 

□ How plants grow: the inside story 

Math 

□ Decimals made simple 

□ Mastering units of measurement 

□ Taking the mystery out of metrics 

Social Science 

□ The U.S. Constitution: our guarantee of liberty 

□ The Constitutional amendments: what they mean to you 

Chemistry 

□ Molecules and atoms: exploring the essence of matter 

□ The how's and why's of migrating molecules 

And more to come-in these subjects, as well as English, physics . . . 
All, with advanced color graphics. 

Level of knowledge covered: from junior high to adult (except "Decimals!' 
elementary to senior high). 

For use with: IBM PC, PCjr* Available soon for Apple He, IIc ## 

Visit your dealer today. Or call us at 800-526-3968 (or 201-685-9000). 
Or write to SMC Software Systems, 1011 Route 22, Bridgewater, NJ 08807. 

• IBM Is a registered trademark ol International Business Machines Corporation 
••Apple is a registered trademark o! Apple Computer. Inc 
© Copyright 1 984 Science Management Corporation All Rights Reserved 
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The Series by Master Teachers 

The U.S.Constitution: 
our guarantee of liberty 




Social Science 
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Educational Software 



SMC Software Systems 

A Division 01 Science Management Corporation 




HOME BUSINESS 

TUTOR TO GO 

In Her Hometown, Kris U'Ren Helps 
Computer Novices Ages 5 Through 
50 Tackle Computing 

BY JUNE ROGOZNICA 




Several mornings each week, Kris 
U'Ren grabs an old tote bag, climbs 
into her 1979 Ford van, and heads 
out to make house calls. Kris is a 
country doctor, of sorts, in her 
hometown of Petaluma, California 
(population 35,900). Her patients 
are computer novices: their ailments 
range from spreadsheet shivers to 
data-base doldrums to manualpho- 
bia. Her speciality is personalized 
care. She makes house calls, diag- 
noses over the phone, and if you're a 
steady client, she bills you later. 

Kris runs a computer consulting 
and tutoring business, called One to 
One. As the name implies, clients re- 
ceive instructions on a one-to-one 
basis — a marked difference from 
many of the classroom computer 
courses that have flooded the mar- 
ket. Kris' down-home, door-to-door 
approach may seem a bit old-fash- 
ioned, but her personal touch has 
made technology a bit easier to swal- 
low for many of her clients. 

"I was afraid of the computer," 
says Elaine Singleton, a 43-year-old 
One to One student. "She's taken 
that fear away from me." Elaine 
turned to computers and Kris to im- 
prove the efficiency of the 20-year-old 
family- run, slaughterhouse 
business. With Kris' help. Elaine 
now is using a commercial program 
for the payroll and is developing an 
accounts receivable and payable pro- 
gram on her family's Franklin Ace 
1200. Before they bought their com- 
puter in December 1983, the Single- 
tons contracted out their financial 
work. 

A HIGH-TECH TOOL 
FOR THE FAMILY 

While the Singletons' computing 
interest may have been unusual a 
few years ago, it is certainly not to- 
day. They are just one of many fam- 
ilies trying to apply high-tech tools 
to their lives — whether in their 
homes or in their businesses. Not 



june rogoznica is the managing editor of 

FAMILY COMPUTING. 



24 FAMILY COMPUTING 



too surprisingly, the lifestyles of 
these potential computer users vary 
drastically, as do their needs. Stu- 
dents at One to One certainly prove 
that point; they are a diversified lot 
there is no doubt — a kiltmaker, an 
opera singer, grammar and high 
school students, to name but a few. 
For Kris that requires a flexible job 
description. 

"I mold to the market as I go, 
changing my services accordingly," 
says the 32-year-old schoolteacher- 
turned-entrepreneur. There's not 
very much I won't do." Or. cao't do. 

Kris does prepurchase consulting 
for the adults, matching her clients' 
needs with the appropriate hardware 
(from joysticks to computers) and 
software (from word-processing to 
spreadsheet programs). If they al- 
ready own equipment or have re- 
cently bought new software. Kris will 



show them how to use their pur- 
chases. 

Kris usually travels to the homes 
of her adult students, averaging a 
six-mile round trip per client. And, 
she is quick to point out. she rarely 
refuses a customer based on loca- 
tion. 

Unlike the adults she tutors, her 
younger students have more clearly 
defined needs which usually can be 
fulfilled in her home. Some request 
instructions in beginning BASIC. 
Or, a student who has fallen behind g 
in class will ask for catch-up assis- 
tance. More recently, some high 
school students have requested help g 
in preparing for the SAT exams. | 
Kris purchased SAT software and 
has advertised her specialized ser- 
vices to other high schoolers. 

Her job description doesn't end 8 
there. Kris will bend to her clients' 1 
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9 TO 5 TYPING. 

BECAUSE NOT ALL TYPING GAMES HAVE 10 
SHOOTING DOWN SPACESHIPS. 
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Why do typing programs 
have to involve shooting 
down spaceships? They 
don't! 

9 TO 5 TYPING lets 
students and adults learn 
to type using an effective method developed by 
college educators. We've taken the ten basic 
steps to learning typing and combined them with 
the fun of sequences from the movie, 9 TO 5? 
What could be better than learning the key 
locations while helping Doralee lasso Hart. Or 



increasing your speed while taking pot 
shots at Hart in a shooting gallery. All 
the fun of the movie combined with an 
innovative new approach to learning 
touch typing. 

9 TO 5 TYPING. The typing game 
for everyone. . .Spaceships not included. 

EDYX 

m C&APUTlRSOfTWARt 

Strategy Games for the Action-Game Player 

*9 TO 5 is a trademark of Twentieth Century-Fox Film Corp. 
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HOME BUSINESS 



TIPS FOR TUTORS 

1. Obtain a home work permit and 
business license from your city or 
town officials. (Be prepared to wade 
through some red tape.) 

2. Be ready to invest money up 
front for hardware, software, and ad- 
vertising. 

3. Establish good computing rules 
(for example, no food or drinks near 
the computer). 

4. Subscribe to a variety of comput- 
er magazines. 

5. Develop a software library based 
on the needs of your clients. (For ex- 
ample, for children, you'll need edu- 
cational software including at least 
one Logo program and a BASIC tuto- 
rial. For adults, you should have 
word-processing, data-base, and 
spreadsheet programs.) 

6* Check out your current insur- 
ance policy to make certain you're 
covered in case one of your clients is 
injured in your home. (Kris' policy 
didn't cover accidents related to her 
business, so she added a rider for an 



needs — whatever they might be. 
She'll read and summarize manuals 
for them. Not too long ago. she even 
shepherded one client to a computer 
store to help return faulty hardware. 
And, at any reasonable hour, she'll 
take distress phone calls — from cur- 
rent and former students alike. 

With such specialized attention 
and obvious devotion. Kris' rates 
seem like a real bargain to many of 



"THERE ARE A LOT OF 
PEOPLE WHO WANT TO 
USE THE COMPUTER LIKE 
ANOTHER APPLIANCE. 
THEY WANT TO TURN IT 
ON LIKE A MICROWAVE 
OVEN." 



her clients. She charges just S12 an 
hour for lessons in her home or in 
theirs. Plus, she gives discounts to 
those who take more than four les- 
sons in her home. Her prepurchase 
consultation fees start at $25 an 
hour. 

Generally, she spends about 20 
hours a week with her clients (morn- 
ings with adults and afternoons 
with children). In addition, she 
spends one day a week doing library 
research and countless hours read- 
ing machine-specific manuals, com- 
puter magazines, and product litera- 
ture. 

GROWING PAINS 

Despite its seemingly comfortable 
niche. One to One has had its grow- 
ing pains. Since its inception in 
September 1983. it has undergone 
an unexpected transformation. What 
began as a home-based tutoring 
business for school-age children has 
turned into a road show primarily 
for adults. "I thought the greatest 
percentage of my clients would be 
children, but I found a tremendous 
need from adults who already have 
their own computers." To date, two- 
thirds of Kris' clients have been 
women between their mid-30s and 
early-50s; the remainder have been 
school-age children. 

"Most adults don't want to start 
from square one. Many have tried 
classes at colleges and found them 
boring. . . . It's important for adults 
to get an immediate response," Kris 
explains. 

Elsie Stuehmeyer. a 50-ycar-old 
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mother of three, agrees. "I took a 
computer course through an adult- 
education program, and it was too 
basic. They weren't teaching me any- 
thing I hadn't found out by myself." 
But, at the same time, she didn't 
want to take an advanced class and 
ask questions that might seem "sil- 
ly." 

"That's why Kris' method is ideal 
— particularly for the older woman. 
In a classroom situation, you might 
feel inferior. . . 

Elsie originally bought a Commo- 
dore 64 for her 10-year-old daughter, 
but has since used it for her own 
needs as a coordinator for Scottish 
Highland dance competitions and 
for her in-home Scottish kiltmaking 
business. She and her daughter re- 
cently joined a Commodore users' 
group together. 

Surprisingly, more than half of 
Kris' adult clients, like Elsie, have 
their own home business. And, 
with more and more women — partic- 
ularly mothers — discovering the 
benefits of computing at home, that 
market of clients is sure to grow. 
Not all of the adults have specific 
business uses in mind, however. 
Some are looking for general home 
applications, and still others "just 
don't want to be left behind." 

COMPUTERS— 
THE MISSING LINK 

Kris did not want to be left behind 
either. That's why she started the 
business, in part. Her family — a 10- 
year-old daughter, a 15-year-old son, 
her husband, and dog, Daisy — were 
the other part. "Although my kids 
aren't that young, I like to spend a 
lot of time with them. But I also 
want to keep on working." 

Prior to starting One to One, Kris 
taught at a two-room rural school- 
house near Petaluma. Despite her 
other interests — coaching and refer- 
eeing soccer during the school year, 
and teaching English as a second 
language to Japanese students — she 
felt her life was a bit stale. 

Computers, she thought, were 
anything but stale. The idea of com- 
puter tutoring came up when Kris 
went shopping for a computer with 
her husband. She quickly recog- 
nized a lack of competently trained 
salespeople. "It was very frustrat- 
ing," she recalls. "They either 
couldn't speak English — nontechni- 
cally— or they didn't know anything. 
I thought. There are a lot of people 
who want to use the computer like 
another appliance. They want to be 



additional $30 a year.) 

7. Have your students (particularly 
children) fill out a standard emer- 
gency form in case of an accident or 
unexpected illness. (Kris has adapt- 
ed a form she uses as a soccer 
coach.) 

8. Keep flexible hours, particularly 
when you're starting a new busi- 
ness. (One of the best forms of ad- 
vertising can be word-of-mouth from 
pleased customers.) 

9. Be patient. Most businesses will 
not be overnight sensations. But, 
be assured that with some time, ef- 
fort, and imagination, you can devel- 
op a profitable and productive enter- 
prise. 

able to turn it on and use it like a 
microwave oven.' " 

STARTING FROM SCRATCH 

With S3, 000. no software, no com- 
puter, and some programming expe- 
rience, Kris started her business. 
She had learned to program in BA- 
SIC in college and had used an Ap- 
ple for teaching at the schoolhousc 
after graduating with a degree in so- 
ciology. 

Her first business investment was 
a Franklin Ace 1000. an Amdek 
monitor, and an Epson MX-80 print- 
er, for a flat $2,000, "including tax 
and they threw in the word proces- 
sor." Kris brags. She chose the Ap- 
ple compatible because all of the lo- 



HOME BUSINESS 

cal schools use Apples. She spent 
another $500 purchasing software — 
mainly educational — since she 
wrongly anticipated school-age chil- 
dren as her main market. 
She was left with $500, which she 



"MOST ADULTS DON'T 
WANT TO START FROM 
SQUARE ONE." 



used to take out a quarter-page ad- 
vertisement in Buy-Lines, a weekly 
newspaper (circulation 17,000). The 
ad brought her two clients. Since 
then she has advertised in local en- 
tertainment bulletins. She even 
hands out and hangs up flyers print- 
ed with her Epson. Another impor- 
tant advertising vehicle has been the 
American Association of University 
Women, of which she is a member. 
A lot of the organization's members 
are active or retired teachers. While 
most of the members would not use 
Kris' tutoring service themselves, 
many have referred friends. About 
50 percent of Kris' business comes 
from word-of-mouth referrals. 

PCs AND PERSONAL 
GROWTH 

"Getting clients definitely has been 
the toughest part of my business. 
Not because the number of clients is 
limited, but because I'm not good at 
selling myself. A lot of self-growth 
has come from this." When Kris first 
started tutoring, she was familiar 
only with her Franklin and Apple 
computers. Since then she has ex- 
panded her hands-on experience to 
include the Commodore 64, VIC-20. 
Atari 800, and TI-99/4A. 

Her advancements have not gone 
unnoticed at home. "It's allowed her 
to expand in terms of her personal 
growth," says her husband, Bob. "I 
tried to help her set up books and 
accounting practices, but she's defi- 
nitely the computer expert." 

Most important, her husband 
adds, "It allows her the best of both 
worlds." Those worlds are her family 
and her career. 

THE NEXT STEP 

Kris admits she has a lot to learn. 
She is still figuring out the angles: 
how to attract more clients, where to 
advertise, when to charge extra for 
gas mileage. It's not easy, but she 
takes things a step at a time. To- 
day? "Well, maybe it's about time I 
buy a briefcase. "SI 




HOW'S THE BEST TIME 

TO TAKE A FEW 
IESS0NS IN SOFTWARE. 



Before your children go back 
to school, be sure they get back 
to basics. Our educational soft 
ware programs can help them 
learn how to learn better, by J_ 
challenging their minds at 
their own level. Take our 
Turtle Toy land, Jr.-kids can 
learn about the wonderful 
world of computers and 
are able to draw, create, and explore in a fun and easy 

way. Then there's Tri-Math. 
Perfect for kids having prob- 
lems with arithmetic. Alien 
space intruders and loveable 
dinosaurs help your children 
learn the score. And don't 
forget The Factory. An innova- 
tive and exciting way to 
teach children to think, solve 
problems, and use logic. 
There's nothing like The Factory 
to make a child eager to get to work. All of our software 
is programmed to stimulate and expand 
your child's horizons. That's why our, 
whole line of programs are 
acclaimed by educators all over 
America. So be smart and get 
our learning programs for your 
own children. They'll be the 
very best teacher they ever had. 

TURTLE TOYLAND |R. 
TRI-MATH AND THE FACTORY 
BY HESWARE 

Commodore 64 and Apple 
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The simplest 
way yet for you and 

your Dennis to learn 

to use a computer. 



Introducing Dr. Logo™ Learning Pacs from 
Digital Research^ The brilliant shortcut that helps you 
use and understand a family computer. 

Now you can literally draw your own conclusions 
on an IBM®PC, PCjr, Apple @ II series, and soon the 
Commodore®64. Quickly, easily and inexpensively. 
Because our Learning Pacs are based on Logo, the 
computer graphics language that communicates 
through simple drawings. 

Just follow the Learning Cards that come with I 
each of our three Learning Pacs. The computer will I 
trace your commands on screen, so you see visual 1 
results instantly. 

Dr. Logo Learning Pacs are perfect for families because 
they turn problem solving and learning basic logic into 
an exciting computer game. And let kids and grownups 
progress at their own pace and skill. 



Dr. Logo" Graphics works like a primer to unlock the magic of 
turtle graphics. Dr. Logo™ Games shows you how to construct your 
own computer games with Dr. Logo™ 
Language. Dr. Logo™ Words makes fun 
out of creating your own word games, 
even poetry. 

Now, for a fraction of what some 
software costs, you can turn your family 
into family computers. For more information, call 800-277-1617, 
ext. 400. In California, 800-772-3545, ext. 400. 

Dr. Logo. Dr. Logo Graphics, Dr. Logo Games and Dr. Logo Words are trademarks and Digital Research and its logo are registered trademarks of Digital Research Inc. IBM is a 
registered trademark of International Business Machines. Apple is a registered trademark of Apple Computer. Dennis the Menace and the Dennis the Menace characters are 
trademarks of Hank Ketchum Enterprises, Inc. Commodore 64 is a trademark of Commodore Business Machines, Inc. © 1984 Digital Research Inc. All rights reserved. 
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THE ABCs OF GAMING 
How to Make Learning Fun 

BY JAMES DELSON , 




Next time you're searching for some 
thought-provoking, mind-expanding 
material to ease your late summer 
doldrums, turn to your software li- 
brary rather than your bookshelves. 
Skip past the SAT software and typ- 
ing programs and pull out some 
computer games instead. 

Computer games are not just time 
wasters. Practically every game we've 
played has something to offer to the 
receptive mind, and the best game 
programs on the market today have 
true educational value. With names 
like Zork. Wizardry, and Flight Sim- 
ulator, that may be difficult to be- 
lieve. But. after playing one of these 
games, you'll find it's true. And 
while many of the lessons are not as 
tangible as the ABCs, they are not 
less important. They can help devel- 
op communication, vocabulary- 
building, and concentration skills — 
to name just a few. But, perhaps 
most important, games stimulate 
the imagination, encouraging kids, 
and even adults, to discover new in- 
terests and activities. 

THE LEARNED LINEUP 

I have chosen one game in each of 
the leading genres to illustrate pro- 
grams with educational value. These 
are certainly not the only ones 
around — they are just my favorites. 
If you look at my past reviews in fam- 
ily computing, you'll find quite a few 
others: and. of course, keep your 
eyes open for new games being re- 
leased. 

Word Games: Word games like 
Word Challenge (Hayden Software) 
can qualify as both game and educa- 
tional software. Match wits against 
the computer to see who can make 
the most words out of a set group of 
letters, and in doing so, combine 
spelling and vocabulary-enlargement 
skills with the pressure of a time 
limit. Some might even call it home- 
work. 

Financial Games: Cartels and 
Cutthroats (Strategic Simulations, 
Inc.) is currently used in several col- 
leges to teach the basic elements of 
economics. It's a complex game, in- 
volving players in financial planning 

JAMES DELSON is FAMILY COMPUTING'S games 

critic. 
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(with the aid of a built-in spread- 
sheet program) and money manage- 
ment (good for those sticky discus- 
sions about allowances), with the 
added bonus of teaching players 
about the GNP. the ups and downs 
of supply and demand, and a host of 
other business topics. 

Historical Adventures: The 
Seven Cities qj Gold (Electronic 
Arts), one of 1984's most innovative 
games (written by the same team 
that created Cartels and Cut- 
throats), offers players the chance to 
better the achievements of the Span- 
ish Conquistadors in the Great Age 
of Discovery. Put together an expedi- 
tion (there's that money manage- 
ment again), sail to the New World, 
and by peaceful or military means 
enrich the treasury of your king. 
Though some players may enjoy 
slaughtering the local populace, the 
game encourages peaceful coexis- 
tence in a very real way: If you don't 
make a lot of treaties, not only will 
you end up poor, but you'll probably 
end up dead. Navigating and map- 
reading are supplemented by learn- 
ing the necessity of planning in ad- 
vance (to balance your expedition's 
food, ships, men, goods, and gold) 
in order to make your expedition a 



profitable one. A natural bonus of 
playing this type of game is the sup- 
plementary reading one undertakes, 
from historical fiction [Captain from 
Castille) and drama [The Royal 
Hunt of the Sun) to more advanced 
commentary and references in his- 
torical atlases. 

Trivia Games: Quizagon 
(Springboard Software, Inc.) is not 
exactly the board game Trivial Pur- 
suit, but the idea's the same. Call 
up those facts you've stored away in 
your memory banks and test your 
knowledge in several fields, which 
might be quite useful come PSAT/ 
SAT time. 

War Games: Knights of the De- 
sert (Strategic Simulations. Inc.), a 
historically accurate simulation of 
World War II campaigns in North Af- 
rica, teaches far more than armored 
combat. Fuel and supplies must be 
rationed out to enable your side 
(German or Allied) to move and fight 
at your command. Your playing 
pieces, which represent the' actual 
units that took part in the cam- 
paign, are most effective when ap- 
plied towards the purpose for which | 
they were intended. (For example, 
reconnaissance units are not meant | 
to be used in combat.) The basics of I 
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Learn more and learn faster. Other 
tutorials just test you; Micro Learn's 
teach-and-test SAT programs explain 
why your answers are right or wrong. 

They're the next best thing to having a 
personal tutor. With three separate 
programs for math and three for 
English, you can really be ready 
for your exam! 

In the tutorial mode, a wrong answer 
triggers help screens and extra 
practice. (If you answer correctly, you 
can still ask for this extra help.) The 
test mode asks questions without 
giving help. Then the questions you 
missed are given again with help. 

Micro Learns SAT programs are a great 
learning aid — and, at only $30 each, a 
great value. You'll be making a smart 
move by getting them today! 

For Commodore 64, Apple II & He, 
IBM PC & jr, Atari 800, Adam. 
Suggested retail $30 each. 
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Math SAT increases understanding of 
arithmetic, algebra, geometry, ratios, 
probabilities, exponents, square roots, 
fractions, quantitative comparisons, negative 
numbers, least common multipliers, graphs. 




English SAT develops 
the verbal skills of 
vocabulary, reasoning 
and interpretation. 
Improves grammar; 
expands knowledge of 
synonyms, antonyms 
and root words; 
strengthens grasp of 
analogies; increases 
reading comprehension. 



Micro Learn, Commodore 64. Apple II & He, 

IBM PC & jr, Atari 800andAdam are registered 

trademarks of MicroLab, Inc.. Commodore 

Electronics, Ltd.. Apple Computer. Inc.. 

IBM Corp.. Atari. Inc and Coleco Industries. Ltd 

respectively. 



micro learai 

THE COMPUTER EDUCATION DIVISION OF MICROLAB, INC. 
2699 Skokie Valley Road, Highland Park, IL 60035 • (312) 433-7550 
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strategy and tactics, properly under- 
stood, can help towards the manage- 
ment of other areas in one's life, 
such as scheduling time and learn- 
ing to organize one's thoughts. In 
addition, as in historical games, fur- 
ther reading generally follows if the 
subject matter is properly presented. 

Arcade Games: Decathalon (Mi- 
crosoft) — an educational program? 
To play this particular game, you 
have to learn persistence, concentra- 
tion, depth perception, hand-eye co- 
ordination, memorization, and tim- 
ing. Naturally, not all arcade games 
are this useful. 

Political Games: President Elect 
(Strategic Simulations, Inc.) simu- 
lates the final weeks of a real or hy- 
pothetical presidential campaign be- 
tween 1960 and 1984. Like Cartels 
and Cutthroats, it is widely used as 
an instructional tool in schools 
across the country. It teaches such 
subjects as America's political pro- 
cess, debating, electioneering, mon- 
ey management (through campaign 
spending), the Electoral College sys- 
tem, and even geography (at each 
turn the player has to studv a map 
of the U.S.). 

Construction Sets: Pinball Con- 
struction Set (Electronic Arts) is one 
of the most flexible games in exis- 
tence. It can be used to teach the 
principles of computing to young- 
sters with its clear, easy-to-under- 
stand graphics menu and a handy 
cursor which can be made to point 
to various graphics on the screen. In 
other areas it helps define such 
hard-to-grasp ideas as the force of 
gravity (which can be altered here) 
and Newton's laws of physics. On 
top of all that, it's really fun to play 
in a family group, encouraging cre- 
ativity in forming shapes and colors 
when assembling new playing fields 
on the pinball table. 

Text and Text Graphic Adven- 
tures: The text-adventure genre is 
probably among the most stimulat- 
ing. The games combine strategy 
and communication skills as you 
talk to your computer to achieve a 
goal. (It's like trying to communicate 
in a foreign language.) Suspended 
(Infocom, Inc.) may be one of the 
best examples. It combines science 
fiction (you are in a suspended state 
of animation) and automation (you 
must operate six robots to sustain 
life on the planet). The game makes 
players deal in abstract ideas, reason 
through puzzles, and put together 
clues to come up with logical an- 
swers to illogical situations. It devel- 
ops the imagination while allowing 
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SOFTWARE 
MANUFACTURERS 

electronic arts, 2755 Campus 
Drive, San Mateo, CA 94403: (415) 
571-7171. Julius Erving and Larry 
Bird Go One-on-One available for 
Apple, 48K (disk); Atari Home Com- 
puters. 48K (disk); and Commodore 
64 (disk); $40. Pinball Construction 
Set available for Apple. 48K (disk); 
Atari Home Computers, 48K (disk); 
and Commodore 64 (disk). Version 
planned for IBM PC/PC/r: S40. The 
Seven Cities of Gold available for 
Atari Home Computers, 48K (disk) 
and Commodore 64 (disk). Version 
planned for Apple; $40. 

hayden software, 600 Suffolk St.. 
Lowell, MA 01853; (800) 343-1218. 
Word Challenge available for Apple, 
48K (disk) and IBM PC/PC/r, 64K 
(disk); $39.95. 

ixfocom. inc., 55 Wheeler St., Cam- 
bridge, MA 02138; (617) 492-1031. 
Suspended available for Apple II and 
Macintosh, 48K (disk); Atari Home 
Computers, 48K (disk); IBM PC/PC/r. 
48K (disk); TI-99/4A; 48K (disk); and 
TRS-80 Models I/III. 48K (disk); $49.95 

microsoft CORP., 10700 Northup 
Way, Box 97200, Bellevue. WA 
98009; (206) 828-8080. Decathalon 
available for Apple II/II plus/lie, 48K 
(disk). Version planned for IBM PC/ 
PCjr; $29.95. Flight Simulator avail- 
able for IBM PC/PCjr, 64K (disk); 
$49.95. 

sir-tech software, inc., 6 Main St.. 
Ogdensburg. NY 13669; (315) 393- 
6633. Knight of Diamonds available 
for Apple II series 48K (disk); 
$34.95. Legacy of Llylgamyn avail- 
able for Apple II series, 48K (disk); 
$39.95. Proving Ground of the Mad 
Overlord available for Apple II series, 
48K (disk); $49.95 and IBM PC/PCjr, 
64K (disk): $59.95. 

springboard software, inc.. 7807 
Creekridge Circle, Minneapolis, MN 
55435; (800) 328-1223. Quizagon 
available for Apple II, 48K (disk); 
Commodore 64 (disk); and IBM PC/ 
PCjr, 64K (disk). Version planned for 
Atari; $39.95. 

strategic simulations, inc.. 883 
Stierlin Road, Bldg. A-200. Moun- 
tain View. CA 94043; (415) 964- 
1353. Cartels and Cutthroats, for 
Apple II. 48K (disk); $39.95. Knights 
of the Desert available for Apple II 
series, 48K (disk); Atari Home Com- 
puters, 40K (cassette), 48K (disk); 
Commodore 64 (disk and cassette); 
and TRS-80 Models I/III (cassette); 
$39.95. President Elect available for 
Apple II series, 48K (disk); S39.95. 



the gamer to create alternative solu- 
tions to exiting problems. 

Simulators: Flight Simulator 
(Microsoft Corp.) has been, since it 
first came out well over 18 months 
ago, the most sophisticated "game" 
on the market. It has been approved 
as a tool for the teaching of flight in- 
struction and offers the opportunity 
of experiencing the "feel" of flying 
with none of the costs or risks of the 
real thing. Learn to taxi, take off. 
land, navigate with instruments or a 
map. read the flight instruments 
and. if you're good enough, go on to 
play a World War I dogfight simula- 
tion. 

Sports Games: Julius Erving 
and Larry Bird Go One-on-One 
(Electronic Arts) is a simulation of 
basketball, created by a programmer 
with the assistance of two of basket- 
ball's greats. Like other sports 
games it teaches the basics of the 
activity while offering practice in co- 
ordination, timing, and quick think- 
ing. Most important, though, it em- 
phasizes the need for fair play by 
penalizing the players for fouls. 

Role-playing Adventure 
Games: The Wizardry series (Sir- 
tech Software. Inc.) consists of three 
games: Proving Ground of the Mad 
Overlord, Knight of Diamonds, and 
Legacy of Llylgamyn. They are ex- 
citing and compelling games in 
which players create characters who 
experience fantastic adventures 
(that's why it's called role-playing). 
You find your way through mazes, 
search for treasure, and conquer evil 
villains. Wizardry's creators oblige 
players to use their initiative, work 
cooperatively and, in effect, make 
life-and-death decisions for their he- 
roes and heroines. Other advantages 
in the educational vein include ad- 
vanced map-making techniques, so- 
phisticated puzzle-solving, and care- 
ful record-keeping (remembering 
how monsters were defeated the first 
time), as well as the historical values 
of further study in medieval history 
and fantasy. 

EDUCATING THE GAMER 

Computer games can be fun — of 
that there's no doubt. But, they also 
have numerous benefits that are not 
quite so obvious. Like their educa- 
tional value, for instance. If you're 
doubtful, boot up a disk, such as 
The Seven Cities of Gold. Now, what 
could be more educational than try- 
ing to figure out how much food you 
will need to survive on your long 
journey to the New World? And, 
what could be more fun? H 
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Join the fun this month as SCHOLASTIC 
celebrates FAMILY COMPUTING'S 1st Anniversary. 
You'll save up to 50% off the cover price 
and get a FREE GIFT, too! 



FAMILY COMPUTING, the timely 
magazine from Scholastic, turns 
"computerese" into computer-ease— 
so your whole family can get more 
out of home computing. Month 
after month, youll get plenty of 
practical, educational, recreational 
and fun ideas for every member of 
your family. 

Even if you don't have a computer 
at home yet, youll want to read 
FAMILY COMPUTING because well 
lead your family into the computer 
age step by step. With hard-hitting 
ratings that help you buy only the 
hardware and software you need. 
And useful programs (for all popu- 
lar brands) that will help you get 
the most out of your computer once 
you have it— and save you money! 

Each issue addresses new chal- 
lenges and brings you new ways 
your family can use your computer 
for school, home business, career, 
household management and. of 
course, entertainment-with 
games, puzzles and fun for the 
entire family. 

Take advantage of our Charter Sub- 
scription offer, and youll get 12 fun- 
and-fact filled issues of FAMILY 
COMPUTING for just $19.97. a 
savings of 33% off the newsstand 
price. Or, save even more with 
24 issues for just $29.97-a 50% 




YES! Enter mv Charter Subscrip- 
tion to FAMILY COMPUTING at up 
to 50% savings. I understand I will 
receive FAMILY COMPUTING'S ex- 
clusive Computer Dictionary 
FREE with my paid sub- 
scription. 

□ 12 issues for $19.97-thats 
33% off the cover price! 

□ 24 issues for $29.97- 
thats 50% off the cover price! 

□ Payment enclosed. Send my 
FREE Dictionary right away! 

□ Please bill me. Send my FREE 
Dictionary upon receipt of 
payment 



savings off the cover price. And if 
vou're not satisfied with FAMILY 
COMPUTING-for any reason-you 
may cancel your subscription at 
any time and receive a full refund 
on all unmailed issues. 

FREE with your paid 
subscription 

The FAMILY COMPUTING 
Computer Dictionary defines over 
500 terms with colorful illustra- 
tions and clear, non-technical 
language. This essential reference 
is a Scholastic exclusive, and its 
yours FREE with your paid 
subscription. 

To order, complete and mail the 
attached postage-paid reply card 
today! If card is missing, complete 
and mail coupon at right. 
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\, Name_ 



(Please print) 



Address- 



City . 



. State Zip . 



Send to: FAMILY COMPUTING 

P.O. Box 2512, 

Boulder, Colorado 80322 

Please allow 4-6 weeks for delivery' of vour 
first issue. Rates good in U.S. only. Canadian 
residents add $6.00 per year. 

FAMILY 

COMPUTING 

Guarantee: If not satisfied, you may 
cancel your subscription at any time- 
for any rcason-and receive a refund on 
all unmailed issues. 
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TELECOMPUTING 

FROM THE REDWOOD FORESTS TO 
THE GULF STREAM WATERS . . . 
People Are Gathering 
Together on National Networks 

BY P. GREGORY SPRINGER 



Inside several suburban Ohio build- 
ings a constant flow of discussion 
arrives over telephone wires from 
computers in homes across the 
country. These words pass through 
32 mainframe computers and are 
then sent back out again onto com- 
puter screens. 

These buildings are the headquar- 
ters for CompuServe, one of several 
national telecomputing networks in 
the United States. Based in Colum- 
bus, Ohio. CompuServe is one of the 
largest in the country, adding more 
than 1,500 new subscribers every 
week. One of the oldest (and it's only 
5 years old) is The Source, head- 
quartered in McLean, Virginia. One 
of the newest entries into the field is 
Delphi, located in Cambridge, Mas- 
sachusetts. 

Each national network provides a 
different mix of services, but at 
heart they are all the same. In order 
to access a network's computers you 
have to pay a subscription fee. Once 
you are a subscriber with your own 
user number and private password, 
you can call the network day and 
night using your computer, modem. 



communications software, and tele- 
phone line. You will be charged an 
hourly rate for time on-line, in addi- 
tion to the cost of the telephone call. 

Once on-line, you have menu after 
menu of options to select from. You 
may choose to scan the latest news 
or sports updates, buy things, play 
games, obtain programs, post ques- 
tions and receive answers, etc. Per- 
haps the most exciting service that 
these national networks offer is the 
opportunity to conduct "live conver- 
sations" with other users of the sys- 
tem. By merely typing words onto 
your keyboard, you can read — within 
seconds — the replies of people across 
the country directly on your own 
computer screen. 

Why should you pay to use a na- 
tional network when you can use a 
bulletin board for free? The primary 
differences between a national net- 
work and a bulletin board (see 
"Choosing Your First BBS" in the 
August family computing) are size 
and power. Many people can use a 
national network simultaneously, 
unlike a BBS. which generally oper- 
ates over a single telephone line, 



limiting it to receiving one call at a 
time. And most BBSs operate from a 
single home or office computer, and 
therefore can't provide the variety or 
volume of information that a nation- 
al network is able to store on its 
mainframe computers. 

Here are some of the common ser- 
vices that you can expect to find on 
many of the national networks: 

"Live" Conversation offers a 
subscriber the opportunity to con- 
duct a "visual phone call" (although 
it's not the other person's face, but 
his or her words that appear on the 
computer screen). You may have a 
choice of two kinds of conversation: 
private one-to-one communication, 
or public group discussion. (On 
CompuServe, group discussion is 
called "cb," short for Citizen's Band 
Radio Simulator. You even get to se- 
lect a name, or "handle," which pre- 
cedes every comment you type.) 

Some great friendships (and even 
marriages) have developed from the 
intimacy and fun of the "visual 
phone call." If you're shy, you can 
just sit back and observe the group 
discussion scroll on your computer 




34 FAMILY COMPUTING 



Thanks To CompuServe's 
CB Simulator, 
"Digital Fox"Accessed"Data Hari"And 
Proceeded To An "Altared" State. 



The CB Simulator, where 
CompuServe Subscribers can 
Access Friends and Influence 
People on 72 Different 
Channels. 

Just pick your handle and get 
on line. From math to matrimony, 
there's always someone out there 
who speaks your language. Friends 
from all over the U.S. and Canada are 
at it 24 hours a day. Talking tech or 
just having fun. And if you've got a 
secret, just use the CB Scrambler. 



That'll fool the "lurkers',' those CB 
"see it alls" who get their kicks 
by watching. Or you can always use 
the private talk mode for guaranteed 
one-to-one conversation. 

The CB Simulator is just one 
of CompuServe's many electronic 
communications options that 
include a National Bulletin Board, 
Professional Forums and Electronic 
Mail. Plus, there's a world of on-line 
information and entertainment all 
for the price of a local phone call 
plus connect time. 



You can access CompuServe 
with almost any computer and 
modem, terminal or communicating 
word processor. 

To receive your illustrated 
guide to the CompuServe Information 
Service and learn how to subscribe, 
call or contact: 

CompuServe 

Consumer Information Service. P O Box 20212 
5000 Arlington Centre Blvd . Columbus. OH 43220 

800-848-8199 

In Ohio call 614-457-0802 
An H&R Block Company 
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screen. But when you're ready to 
start "talking," watch out! On-line 
discussion can become an expensive 
(and addictive) pastime! 

Electronic Mail (or "E-Mail" for 
short) lets you send private letters to 
other members of the network. Of- 
ten, a user will be notified when 
signing on that a letter is waiting in 
his or her personal "mailbox." 

Bulletins and Messages, as dis- 
tinct from E-Mail, are public notices 
you can post on any one of a num- 
ber of public "bulletin boards" for 
everyone's perusal. Network bulletin 
boards are often crowded with adver- 
tisements for used computer equip- 
ment, announcements of on-line ac- 
tivities, personals, etc. 

SIGs (short for Special Interest 
Groups) let people who share a com- 
mon interest (for example, Apple 
computers, gardening, or golf) ex- 
change and receive information in a 
variety of forms. You can post and 
retrieve messages on a specific SIG's 
bulletin board, access hundreds of 
free programs for your computer 
model, scan a library of information 
on a particular subject, and occa- 
sionally participate in "live" group 
discussions among users with the 
same interests. 

News, Sports, Weather, and 
Stock Market Information can be 
searched for and read without hav- 
ing to wait for an evening television 
newscast or a morning newspaper. 
Some of the national networks offer 
wire services such as AP or UPI and/ 
or electronic editions of major Amer- 
ican newspapers and magazines, as 
well as the current stock prices. 

Entertainment offerings are nu- 
merous. You can play a wide variety 
of games on-line, from the old clas- 
sics, such as chess, to the modern 
text-adventure games. You can read 
a movie review of the summer block- 
buster or catch up on the plot of 
your favorite soap opera. You can 
have your biorhythm charted, read 
your horoscope, or take an IQ test. 
Delphi has something called collab- 
orative novel, a project that lets us- 
ers build upon a growing and sur- 
prising work of fiction. 

Employment opportunities are 
posted on some of the national net- 
works, giving you the opportunity to 
search for available jobs nationwide. 
You can place your resume on-line, 
and even get tips on how to write it 
and what to do in an interview. 

Hassle-Free Shopping can be 
conducted right from your own liv- 
ing room. You can order everything 
on-line, from chocolates, to books. 



SOME 
STARTER NUMBERS: 



CompuServe Information 
Service 

CompuServe 

5000 Arlington Centre Blvd. 
Columbus. OH 43220 
(614)457-8650 

customer service: (800) 848-8990 
sign-up cost: $39.95: no monthly 
minimum. 

hourly rates: 86 (300 baud, 5 p.m. to 6 a.m. 
weeknights, weekends, and holidays) 
$12 (300 baud, 8 a.m. to 5 p.m. 
weekdays) 

$12.50 (1200 baud. 5 p.m. to 6 a.m. 
weeknights, weekends, and 
holidays) 

$ 15 (1200 baud, 8 a.m. to 5 p.m. 
weekdays) 

Delphi 

General Videotex Corp. 
3 Blackstone St. 
Cambridge, MA 02 139 
(617)491-3393 

CUSTOMER SERVICE: (800) 544-4005 
sign upcost: $49.95; no monthly 
minimum. 

hourly rates: $6 (6 p.m. to 8 a.m. 
weeknights, weekends, and holidays) 
$16 (8 a.m. to 6 p.m. weekdays). 
Same rates apply for 300 and 1200 baud. 

Source Telecomputing Corp. 

The Source 
1616 Anderson Road 
McLean, VA 22102 
(703) 734-7500 

customer service: (800) 336-3366 
sign-up cost: $100; $10 monthly 
minimum. 

hourly rate: $20.75 (300 baud. 7 a.m. 

to 6 p.m. weekdays) 

$7.75 (300 baud, 6 p.m. to 5 a.m. 

weeknights, weekends, and holidays) 

$25.75 (1200 baud. 7 a.m. to 6 p.m. 

weekdays) 

$ 10.75 (1200 baud, 6 p.m. to 5 a.m. 
weeknights. weekends, and holidays) 

Prices may change . 
Pocket-Switching Services : 

C.T.E. Telenet 

Telenet 

8229 Boone Blvd. 
Vienna, VA 22180 
(703)442-1000 

CUSTOMER SERVICE: (800) 336-0437 
hourly rates: Generally none, though it 
depends on the network. 

Tymnet 

2070 Chainbridge Road 
Vienna, VA 22 180 
(703)827-9110 

customer service: (800) 336-0149 
hourly rates: Generally none, though it 
depends on the network. 

Rates may vary in Canada. 



to computer equipment from major 
manufacturers and retailers, and 
often have it delivered to your home. 

Travel information lets you plan 
a trip without leaving your home. 
Some of the national networks post 
airline fares and schedules. In some 
cases, you can even buy your ticket 
and make seat reservations on-line. 
Hotel and restaurant guides are also 
available. 

Education services can be found 
on many of the national networks. 
Electronic editions of encyclopedias 
let you search for information by 
subject or key word and can help stu- 
dents prepare a report. And for the 
would-be student, college financial- 
aid information is available. 

Remember, this is only a partial 
listing of the services that national 
networks provide, and not all 
will feature each one of these ser- 
vices. Before you subscribe to a par- 
ticular network, jot down all the ser- 
vices you wish to obtain. Then do 
some homework. 

SPECIALTY SERVICES 

In addition to these big. popular 
national networks, there are data- 
base systems that aren't so general 
or generous. Data bases are usually 
set up specifically for information re- 
trieval and offer an organized file of 
information on a particular topic. 
There are at least 1.500 specialized 
data bases in operation in America 
today. 

A data base can provide you with a 
great resource of information about 
a very limited subject. For example, 
if your local library lacks sufficient 
information about global energy sup- 
plies you could contact a data base 
called World Energy Information Ser- 
vices at (619) 279-3820. To discover 
other data bases, a good book to 
browse through is the Omni On-line 
Database Directory, by Mike Edel- 
hart and Owen Davies, MacMillan 
Publishing Co.. Inc., for $12.95. 

Then there are the on-line services 
that offer many different specialty 
data-base systems, making them 
available through one telephone 
number. BRS/After Dark ([800] 833- 
4707) offers 12 data bases on sci- 
ence and medicine: five on business 
and finance; seven on education: 
and nine on the social sciences and 
humanities. Dow Jones News/Re- 
trieval emphasises business news, 
but also includes data bases on mov- 
ie reviews, an encyclopedia, and oth- 
er general subject areas. Knowledge 
Index ([800] 227-5510) offers five 
data bases on medicine and psychol- 
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Educational Software 
That Works: 



SpeU It! 



Spell. 



Spell expertly 1000 of the most misspelled 
words. Learn the spelling rules, improve 
with 4 exciting activities, including a 
captivating arcade game! Add your own 
spelling words. 

ages 10 - adult / 2 disks: $49.95 




Math 



Math Blaster! 



Master addition, subtraction, multiplication, 
division, fractions, decimals and percentages 
— by solving over 600 problems. Learn your 
math facts with 4 motivating activities, 
including a fast-action arcade game! Add 
your own problems. 

ages 6-12/2 disks: $49.95 




Word 



Word Attack! 



Add 675 new words to your vocabulary - 
with precise definitions and sentences 
demonstrating usage. Build your skills with 
4 fun-filled activities, including an arcade 
game! Add your own words. 

ages 8 - adult / 2 disks: $49.95 




Read. 



Speed Reader II 

increase your reading speed and improve 
comprehension! Six exercises designed by 
reading specialists vastly improve your 
reading skills. Chart your own progress with 
35 reading selections and comprehension 
quizzes. Add your own reading materials. 

high school, college & adult / 2 disks: $69.95 



The Davidson 

Best Seller Tradition. 

For your Apple, IBM or Commodore 64. 
Ask your dealer today. 




Davidson. 



For more information 
In California call: 



rail.- (800) 556-6141 
(213) 373-9473 



Davidson & Associates 
6069 Croveoak Place #12 
Rancho Palos verdes, CA 90274 



N E A 



Apple. IBM and Commodore 64 are trademarks respectively of Apple Computers. Inc . International Business Machines Corp.. and Commodore Business Machines. Inc 



WHY PAY MORE? 

BUY AT DEALER PRICES 

30 DAY SATISFACTION GUARANTEE 

(ALL ITEMS 100% APPLE & FRANKLIN COMPATIBLE) 




ZEUS 2001 — $999.00 NOW 5 524°° 

ZEUS 3005 (Detachable .(eyboartf) $ 549°° 

APPLE + CP/H + 64K 



* Auto Repeat Keys 

* Built-in Cooling Fan 
* 



* 8 Expansion Slots 

* 69 Function Keys 

* Numeric Key Pad * Expandable To 128K 

* Color Graphics * Break + Pause Keys 

• Runs Apple and CP/M Software 



DISK DRIVE* - $275.00 NOW 5 1 59 00 

* 35 Track SS-DO * Quiet + Reliable 

* Shuggart Mechanism * 90 Day Warranty 




YANJEN MONITOR - $179.00 NOW * 1 1 9 00 

* 20 MHZ 

* Amber or Green 



* 1,000 Lines At Center 

* Super High Resolution 



ACCESSORIES 



(100% COMPATIBLE TO APPLE AND 
WAS 

1 Disk Drive Interface Cad $159.00 

2. TEACShmifne Disk Drive 5285.00 

3. Z-80CP/M$oftcard SI 99.00 
4. 80 Column Card w/S.W. $299.00 
5. 16K RAM Card SI 58.00 
6 128K RAM Card S499.00 

7. RS 232 Serial interface SI 69 .00 

8. integer Card 5149.00 

9. Communication Card 5149.00 

10. Parallel Printer Interface SI 59.00 
11. 16K To 64K Buffer PriRterlace 5289.00 

12. Epson Printer Card SI 49.06 

13. Prowrtter Printer 5595.00 

14. Super 5 Printer - 900 W.P.M. 5499.00 

15. T.V. Interface $35.00 

16. Modem Apple Cat IJ (with S-W ) $389.00 



FRANKLIN) 
NOW 
S 59.00 
$199.00 
I 79 JO 
S 9106 
S 59.00 
S199.00 
$ 79.00 
S 49.00 
S 79.00 
S 49.00 
$139.00 
S 29.00 
$379.00 
£289.00 
S 15.00 
$249.00 



If it works or runs on an Apple* it 
works or runs on ours 

DISCOUNT COMPUTERS 

3500 S. Orange Ave., Suite #102 
Orlando, Fia. 32806 

(305) 425-7770 

Ask About Our $3.00 Phone Credit 



TELECOMPUTING 

ogy; five on computers, electronics, 
and engineering; four on corporate 
news, business, and legal informa- 
tion; among others. NewsNet ([800] 
345-1301) offers 25 data bases on 
telecommunications, 22 on electron- 
ics and computers, and 17 on in- 
vestments, to name but a few. These 
services are always adding new data 
bases. 

Remember that specialty data 
bases usually charge higher sub- 
scription fees and hourly rates than 
do the larger, more general national 
networks. Before you subscribe, 
check to see which service provides 
the information you want, at the 
lowest cost. 

GETTING STARTED 

There are various ways to join a 
national network. You can call one 
directly using their customer service 
number, which is often toll free. 
(See the accompanying list of start- 
er numbers). Some of the networks 
provide trial kits with free hours on 
the system when you buy a modem 
or communications software. These 
kits are also available at many com- 
puter stores. 

Carefully study the guidebook in- 
cluded in the kit before you log on. 
It may be a worthwhile investment 
to purchase a national network's 
more comprehensive manual before 
starting (often available by calling 
the network's customer service num- 
ber). A network's manual will usually 
include a more detailed description 
of services, menus, and commands 
that can help you to map out your 
journey on paper before you log on. 
Remember that national networks 
can cost from $6 to $25 per hour — 
depending on the type of service and 
the time of day you use it — so it is 
possible to use up all your free hours 
wandering through menus using tri- 
al and error. 

National networks usually lower 
hourly rates during the weekend and 
evening hours. If you live in a major 
city, you can often access a national 
network through a local telephone 
number, thus cutting down the 
charges on your phone bill at the 
end of the month. And if you live in 
a smaller city, you can still keep 
your phone bill down by dialing a lo- 
cal "packet-switching" number. A 
packet-switching service or "value- 
added carrier," such as Telenet or 
Tymnet, receives your computer in- 
formation and then transmits it di- 
rectly to the national network's 
headquarters, and vice versa. Nei- 
ther Delphi nor The Source charges 



extra for the use of packet-switch- 
ing, but CompuServe adds an addi- 
tional $2 surcharge per hour when 
using Telenet or Tymnet. However, 
the additional $2 will probably still 
be less than the cost of a long-dis- 
tance phone call. 

Once you become accustomed to a 
national network, you can make use 
of advanced techniques for speeding 
through and saving time (which 
translates into money). Some of the 
national networks sell specialized 
communications software that pro- 
vides shortcuts through their system. 
Sometimes you can get this software 
for free. (One of the free programs I 
obtained on CompuServe's Radio 
Shack Model 100 SIG allowed my 
computer to dial a phone number, 
post and retrieve messages, and 
then sign off. all within a few min- 
utes. I was then free to read the cap- 
tured messages on my own time, 
without paying the on-line fee). 

Surprisingly, one of the trickiest 
parts of using a national network 
may be leaving it. Be sure you learn 
the sign-off methods before you 
start, or you may be trapped on the 
network watching money tick away 
before your eyes. It's often not 
enough to just hang up the phone. 
It may take a network 10 to 15 min- 
utes to realize that you have discon- 
nected yourself, and you will be 
charged for that time. 

The other command to study thor- 
oughly before you start is help. The 
particular help command may differ 
from one network to another, but 
they all do essentially the same 
thing: provide you with a menu that 
can lead you to more specific direc- 
tions on getting around the system. 
If you're hopelessly lost, sign off, re- 
dial the network, and start over 
again. And don't forget that you can 
reach a human voice to ask for help 
by dialing the national network's 
customer service number. 

New services are being added to 
the national networks every month 
(making their manuals and guide- 
books quickly outdated). It is the in- 
teractive aspect of a national net- 
work that gives it this changeable 
character. And it is your participa- 
tion and that of other users that 
makes it continually grow and 
change like a living thing, g 

p. Gregory springer, a freelance writer 
from Urbana. Illinois, is the author of a 
computer handbook for college students 
called Electronic Notebook (dilithium 
Press). He wrote the August family 
computing Telecomputing column. 
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GOOV GRIEF/ 

LOOK WHO'S ON 
RANPOM HOUSE 
SOFTWARE/ 




PEANUTS Characters: O 1950. 1951. 1952. 1958. 1960. 1965. 1966. 1968. 1975. United Feature Syndicate. Inc. 



One of the world's leading children's book publishers and the world's 
best-loved characters are together again. 



The results are these 
brilliant new PEANUTS* 
programs for your children. 

They'll learn spelling, 
vocabulary, math and, above 
all, learn to love learning. 

Each of these exciting 



new programs uses vivid 
color graphics and truly 
lifelike animation designed 
for your home computer J 
Plus they're on two-sided 
disks to give you twice the 
fun for the price of one. 



Visit your neighborhood 
computer software dealer 
now and bring back some 
bright new friends for 
your children. The kind of 
friends who never have to 
go home. 




A.NIXXM ia 



RANDOM imo»: 





:1jL i l .L i.: 




r linoopv'itiSD 

i RIRQinQ c 




RANDOM HOUSE 

'o/tcaare 



ALL THE BEST FROM OUR HOUSE TO YOUR HOUSE. 

tFbr Apple 11+ . He. He Soon for Commodore 64-disk drive only (Trademarks of Apple Computer. Inc. & Commodore Electronics Ltd ) C 1984 Random House. Inc All rights reserved 



"They said it would 
prepare me 
br the future. 
So why am I 
so far Behind?" 



Buying a computer has great 
potential. But potential doesn't trans- 
late instantly into achievement with- 
out the right kind of support. Children 
look to adults for help and guidance— 
unfortunately that generation came 
before the computer, making the 
answers hard to come by. 

Brady books, software, and 
book/diskette packages will help 
prepare children for the future. Brady 
Communications Co., Inc., is in busi- 
ness to publish the personal computing 
books and software with the answers. 
Readable, contemporary, self-teaching, 
and fun, books from Brady are the 
published solutions for personal com- 
puting problems. Written by the 
experts for different levels for the 
variety of machines on the market, 
these volumes remove the obstacles 
and make personal computing a suc- 
cess story. . . and one success always 
leads to another. 

SMART BASIC FOR THE ADAM 
By Bill Searle & Donna Jones 

This unique book provides a 
problem solving approach to pro- 
gramming the ADAM. And, it's 
written in a self-paced tutorial format 
which gives you quick, easy and useful 
results. It shows you where to start, 
what to do, and how to write better 
programs. Beginners who don't know 
BASIC and those who've been busy 
before with ADAM will find this the 
most helpful book they can buv. 

1984/375pp/papcr/ISBN0-893()3-846-6/S11.9o 

APPLE GRAPHICS ACTIVITIES 
HANDBOOK 

by Harold J. Bailey & J. Edward Kerlin 

This is a practical hands-on 
approach for those ready to learn some 
sophisticated graphics techniques for 
the Apple II/IIe and the Franklin 
1000/1200. It is written for beginners 
in a simple straightforward style. 
Beginning with low resolution graphics, 
the book moves you through high 
resolution, two and three dimensional 
graphics, and memory use until you 
achieve good graphics skills. 

198-1 422pp/paper/ISBN 0-89.TO-308-1/S16.95 
Book/Diskette Package/ISBN 0-89303-309-X/ 



ATARI USER'S GUIDE: BASIC 
AND GRAPHICS FOR ATARI 
400, 600XL, 800, 800XL 
and 1200XL 

by Mark Ellis, Robert Ellis, & Larry 
Joel Goldstein 

Here is a b(x>k to take you by the 
hand through the fundamentals of 
BASIC programming and graphics for 
the Atari 400, 600XL, 800, 800XL and 
1200XL. It begins by telling you 
where to start, what to do and how to 
write better programs. You'll discover 
sound and graphics and even learn 
how to create simple computer games. 

1984/268pp/ISBN0-89303-323o/$14.% 

BRAIN GAMES FOR KIDS AND 
ADULTS USING THE 
COMMODORE 64 

by John W. Stephenson & 
Softsync, Inc. 

This book combines all the excite- 
ment of challenging your mind and the 
intricacies of math— all while you play. 
There are 39 games to provide stim- 
ulating fun. The book also packs an 
enormous amount of information in a 
few lines of code. Although you might 
be having so much fun you won't 
notice, you'll be learning a great deal 
about math and computers. 

1984/224pp/paper/ISBN0-89303-349-9/$12.95 
Book/ Diskette Package/ISBN 0-89303-350-2/ 
$29.95 

JOURNEY TO THE STARS 

By Micro Tum-Ons, Inc. 

This is an exciting educational 
program in astronomy to transform 
your computer screen into a home 
planetarium. Using high resolution 
graphics, the software simulates 1400 
of the brightest stars in the sky. It is 
well-written and clearly documented 
for children or hobbyists with vision. 

1984/1 diskette with documentation/ISBN 
0-89303 586-6/S49.95 



TAKING OFF WITH 
BASIC FOR 
THE COMMODORE 64 

By Nancy Ralph Watson 

This comprehensive, self-paced 
guide to BASIC programming was 
specifically designed for youngsters. 
Created for fun, the "Rocket Take-off" 
program teaches the necessary ele- 
ments of BASIC as readers experience 
countdown, sound effects, and color. 
Two books in one include 17 supple- 
mental chapters that expand the 
BASIC concepts introduced in the first 
chapters. It lists the most frequently 
used statements and commands with 
quick reference page numbers and a 
musical code chart. 

1984/196pp/paper/ISBN0-893<)3-868-7/$14.95 

TURTLESTEPS: AN 
INTRODUCTION TO 
APPLE LOGO AND 
TERRAPIN LOGO 

By Pamela Sharp 

Turtlesteps is a gentle introduc- 
tion to LOGO with numerous sample 
programs and activities. Graphic 
LOGO concepts are presented in 20 
"turtlesteps" and 5 "doublesteps." 
LOGO, math, science and the arts are 
integrated for the child in fun. The 
cover extends to become a handy 
reference guide to mount near the 
computer for simplicity's sake. A 
glossary, an index and appendix com- 
plete this volume written by an art 
educator researching children and 
computers at Stanford. 

1984/256pp/paper/ISBN0-89303-906-3/$12.95 

These books, kits, and software 
from Brady Communications Co., Inc. 
are available at fine bookstores and 
computer dealers nationwide. Or, call 
800-638-0220 for information. Brady 
Communications Co., Inc. is a Prentice- 
Hall Company located in Bowie, 
Maryland 20715. 




|BRADY ~ 



Published solutions for personal computing problems. 



COMPUTING CLINIC 

BUSINESS SOFTWARE FOR THE TI-99/4A • 
TYPEWRITERS THAT DOUBLE AS PRINTERS 'SOUND 
THROUGH A STEREO • COMMUNICATIONS SOFTWARE 
FOR THE COMMODORE 64 

BY JEFFREY BAIRSTOW 



I have a TI-99/4A and am 
having difficulty finding 
business software to use in a 
retail flower shop. I would 
appreciate your help in 
contacting someone 
knowledgeable about accounts 
receivable, income tax, and 
other business programs. 

MALCOLM GOUDEAU 

Ames, Texas 

Although the TI-99/4A is a surpris- 
ingly powerful computer for the 
price, the system was not designed 
with business applications in mind. 
Consequently, most of the software 
for the TI-99/4A is for home enter- 
tainment and educational applica- 
tions. I would not recommend at- 
tempting to write business software 
in TI BASIC. That's very difficult for 
a novice user. 

However, Yu/Can Business Soft- 
ware has several business packages 
for the TI-99/4A designed for use by 
lawyers, dentists, doctors, and other 
small enterprises. Yu/Can's Commer- 
cial Billing Plus package (disk) in- 
cludes accounts receivable and pay- 
able, general ledger, inventory 
control, invoicing, mailing list, and 
order entry. It is available by mail 
from Microdistributors International 
Inc., 34 Maple Ave., Armonk, NY 
10504; (914) 273-6480, and costs 
$232. There is also Pike Creeks TI- 
COUNT, which is a series of six 
business packages. It is available for 
$499 from Triton Products Co., P.O. 
Box 8123, San Francisco, CA 94128; 
(800) 227-6900. 

You will need an expanded TI-99/ 
4A to run business software. For ex- 
ample, the Yu/Can package requires 
the TI peripheral expansion system 



Jeffrey bairstow. a technical journalist 
who lives in West Redding, Connecticut, 
was a founder and managing editor of 
Computer Decisions magazine. He has 
also taught math and computer science 
in England. His family, including two 
preschoolers, uses a variety of 
computers. 



with additional memory, RS-232 
card, printer, disk drive, and drive 
controller card. TI-COUNT requires 
all this, plus the Extended BASIC 
cartridge, which is also available 
from Triton. 



I have an Apple lie with a disk 
drive* I occasionally need to use 
an 80-column printout. My wife 
could use a new "memory" 
typewriter in her legal office* 
What typewriter should I 
purchase for her office, with 
both memory and legal quality 
print, that I could bring home 
for word processing? 

JAMES S. LONG 

Bedford, Kentucky 

There are many typewriters on the 
market that can be used with micro- 
computers. I would suggest you con- 
sider such models as the Olympia 
Electronic Compact 2. the Smith-Co- 
rona Ultrasonic Messenger II, or one 
of Brother's models. All these type- 
writers have interchangeable daisy 
wheels for a variety of letter-quality 
print styles, and have a one-line 
memory correction feature. 

These tvpewriters are either 
portable or at least transportable. 
Be sure that you purchase a type- 
writer with an interface (either par- 
allel or serial) to match the one on 
your computer. You will also need a 
special cable to connect your Apple 
He to the typewriter. Total price for 
one of these typewriters should be 
around S500." 



I am using a monitor that does 
not have sound capabilities 
with my Commodore 64. What is 
the cheapest and easiest way to 
obtain sound for my system? 

J.F. STADALSKY 

Campobello, South Carolina 

The 5-pin DIN cable used to link 
your computer to the audio/video 
jacks of your monitor should have 



two, three, or four output connec- 
tors. One, probably white or red, 
carries the video signal and plugs di- 
rectly into your monitor. (Sometimes 
the video signal is carried by two 
connectors.) Another, probably a 
black connector, can be plugged into 
the auxiliary input of a stereo ampli- 
fier or receiver to produce the sound 
generated by the Commodore 64 (or 
other computers). If the cable won't 
reach to your stereo, you may need a 
standard extender cord. If a stereo 
receiver is not available, you can buy 
a small, battery-operated amplifier 
for about $10. In either case, you 
may also need an adapter to plug 
your monitor cable into the jack of 
the amplifier. 

Radio Shack stores should be able 
to supply all the above items. 



I have a Commodore 64 with a 
1650 Automodem, but I cannot 
download programs with the 
software supplied with the 
modem* Is there a program I 
can purchase that will allow me 
to download programs? 

SCOTT R. KNAUF 

East Meadow, New York 

There are a number of terminal pro- 
grams for the Commodore 64 that 
are in the public domain and can be 
obtained through local users'groups. 
If you do not belong to a users' 
group, I suggest vou contact Tony 
Ott, 10378 Coburg Lands, St. Louis. 
MO 63137. If you send him $7 plus 
a formatted disk and a stamped, 
self-addressed disk mailer, Ott will 
copy a full-featured, public domain 
terminal program onto your disk. 

Another program we can recom- 
mend is the Commodore 64 version 
of CompuServe's Vidtex, EasyComm 
64 (840). It's designed to be used 
with the 1650 Automodem (and 
compatibles) and allows the user to 
upload and download files, save 
them, autodial, etc. It. too, is a full- 
featured program. H 
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Aprivate tutor 
in every box. 



Otudying and preparing for school and college can 
be the absolute worst. 

But with computer programs from CBS Software, 
students can be their absolute best. 

Success With Math™ MicroSpeedRead™ and 
Mastering The SAT f — created, tested and 
endorsed by professional educators— are 
just like having a private tutor. 

In fact, they're better. 
Because not only do they 
coach you, explain concepts to 
you and quiz you, they also 
do it very patiently. They 
never get angry. And they're 
on call 24 hours a day. 

If you're headed for college, 
you'll agree CBS Software is 
your key to success. 



r 



L 



Enter our 

"KEYS TO COLLEGE" 
Sweepstakes. 

You could win a full years tuition to the 
college of your choice— up to $10,000! 

There's nothing to buy. It's easy. It's 
fun. And it's our way of underscoring 
that CBS Software can be your key to 
success. 

Look for details and entry forms 
wherever you buy CBS Software. Or 
write to us at the address below. 




For these and more exciting programs, write for our catalog CBS Software. One Fawcett Place. Greenwich. CI 06836 

In Canada, contact Holt. Rinehart and Winston at (416) 255-4491 O 1984 CBS Inc CBS Software, a Unit of CBS Inc . 
One Fawcett Place. Greenwich. CT 06836 (203) 622-2525 t "SAT* is a registered trademark of the College Entrance 
Examination Board. Th s program was prepared by CBS Software and its developers which bear sole responsibility for its 
contents 'Apple.* 'Atari.' and 'IBM* are registered trademarks of Apple Computet Inc . Atari. Inc and International 
Business Machines Corp . respectively "Commodore 64* is a trademark of Commodore Electronics Ltd 



SOFTWARE 

Making you the best. 



LEARNING LOGO 

FROM THE BEGINNING 

An IntrcxJuction to the 
Powerful Computer Language 
for Learners of all Ages 

BY MINDY PANTIEL 
AND BECKY PETERSEN 




The first day of school has come and 
gone. Your youngster has just 
barged in the door, flopped an empty 
lunch box down on the kitchen ta- 
ble, and handed you a list of school 
supplies to purchase before tomor- 
row. She's not quite the same kid 
you sent off this morning . . . her 
new shoes are now scuffed and her 
new dress looks rumpled. But 
there's a smile on her face. 

"So how was school today?" you 
ask. A flood of responses comes 
forth. "Guess what? The school got 
computers over the summer and I'm 
going to learn to do computers this 
year. I can't wait. My teacher says 
we're going to learn Logo and all 
kinds of neat things like computer 
programming." 

"You're going to learn Logo . . . 
what's that?" 

"Well, I don't know, but it's going 
to be fun. And we get to use the 
computers three times a week and I 
can't wait until it's my turn." 

LOGO? 

Logo is the computer program- 
ming language that's finding its way 
into more and more elementary 
schools across the country. Many 
educators believe it's especially well- 
suited for helping children explore 
and discover new ideas. With Logo, 
the child is in charge of the comput- 
er, actually teaching it how to do 
what he or she wants. Many teach- 
ers believe this sense of control is a 
powerful incentive for learning. 

This is the first of six articles de- 
signed to introduce Logo to comput- 
ing beginners of all ages. We think 
Logo is not only valuable in the 

MINDY PANTIEL and BECKY PETERSEN of NiWOt. 

Colorado, authors of the new book Kids. 
Teachers, and Computers (Prentice- 
Hall), are both experienced Logo 
instructors. They wrote "Learning Logo 
is a Family Affair" in the February 

FAMILY COMPUTING. 




schools, but in the home as well. It's 
an ideal language for families to 
learn together. 

Logo's roots go back to the 1960s 
and the Massachusetts Institute of 
Technology, where teams of re- 
searchers, led by Dr. Seymour Pa- 
pert, worked on large "mainframe" 
computers to develop a computer 
language for children. The result 
was Logo. Now there are several dif- 
ferent variations of Logo that have 
been adapted for use on microcom- 
puters. (See the accompanying arti- 
cle/'Going Logo/' for a brief run- 
down of available Logo packages; a 
more detailed comparison appeared 
in the February family computing.) 

While Logo was developed for chil- 
dren, it's much more than child's 
play. This powerful language is capa- 
ble of solving complex, real-world 
problems; it even shares some fea- 
tures with sophisticated artificial in- 
telligence languages. While that's be- 
yond the scope of these six 
beginner's articles, we will at least 
take note of some of Logo's more ad- 
vanced capabilities. 




TIME FOR TURTLE GRAPHICS 

Central to Logo is its so-called 
"turtle graphics." Using a simple vo- 
cabulary of Logo commands, users 
direct a triangle-shaped "turtle" on 
the computer screen to make such 
moves as forward, back, right, or 
left. The turtle's "footprints" can be 
used to create designs that are limit- 
ed only by the user's instructions 
and imagination. 

Here are some more reasons why 
Logo and turtle graphics are so ex- 
citing. 

Logo graphics provide immediate 
visual results. The turtle responds to 
your commands immediately, so you 
can see if it's doing what you had in 
mind. This is a real plus for novices. 
In addition, the combination of 
graphic designs, color, and anima- 
tion tends to captivate children 
without intimidating adults. 

Logo's "modular" structure means 
that a child can develop one part of 
a Logo program while her brother or 
sister develops another and her 
mother develops a third. Because 
each task is broken into small 
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TWO 
SURE WAYS TO 
GET MORE OUT OF 
YOUR COMMODORE 64 



I AM THE C-64 provides you with a friend- 
ly and patient private tutor. This series is 
the perfect guide to learning all the power 
ipl^ Commodore 64 has to offer. 

• Complete six-volume series. 

• Each operation you can perform is explained 
in simple terms right on the screen; no more 
struggling with confusing manuals. 

• Includes overall introduction to the Com- 
modore 64 and its keyboard. 

• Learn BASIC programming language as well 
as advanced programming techniques. 

• Advanced series guides you through music 
and sound effects and sprite graphics. 




Easy Disk eliminates disk based aggrava- 
tion. It saves time and adds extra features, 
all at the touch of a key/ A must for all 
Commodore 64 disk drive owners. 

• Simplifies the Commodore 1541 Disk 
Operating System. 

• Organizes all the commands in a simple, 
easy-to-follow menu. 

• Allows you to select and execute commands 
with just a few simple keystrokes. 

• Provides full disk backup (using just one 
drive). 

• Doesn't interfere with the normal operation 
of your computer; it s simply there when 
you need it. 




CREATIVE SOFTWARE 



©1984 Creative Software 



230 East Caribbean Drive, Sunnyvale, CA 94089 

' Commodore 64" is a trademark of Commodore Electronics, Ltd. 
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chunks, which then can be used as 
the building blocks for larger pro- 
grams, Logo can show children how 
to think a problem through, step-by- 
step. This helps children develop 
problem-solving skills. It's one of the 
biggest reasons more and more 
schools are using Logo. 

Despite its apparent simplicity, 
Logo uses some remarkably complex 
mathematical ideas. Concepts relat- 
ed to geometry and trigonometry of- 
ten become second nature to Logo 
programmers who may not even re- 
alize they're learning higher level 
math. 

FIRST: LOGO SOFTWARE 

Ready to tackle computer pro- 



gramming with turtle graphics? Not 
so fast. First, you need to purchase 
a Logo software package. There are 
Logo packages available for most 
computers used in the home. Your 
family can't program in Logo with- 
out one. 

All microcomputer versions of 
Logo offer a screen "turtle" that can 
be moved around to draw pictures, 
but the commands, procedures, and 
capabilities vary. These articles will 
be based on versions of Logo devel- 
oped at MIT by Papert and his Logo 
laboratory. Where MIT Logo varies 
from other kinds, well try to alert 
you to the differences. In order to 
get the most out of your Logo soft- 
ware and these articles, keep your 



users' manual nearby. 

As your family learns, share your 
discoveries with one another. In- 
clude not only the end result, but 
also how it was done. Writing down 
the sequence of commands on paper 
often helps. That way, the image can 
be redrawn on the screen later on. 
(Later in the series, we will show you 
how to save your designs on a disk 
so they can be called back easily.) 

LOGO LESSON NO. 1 

In our first lesson, we'll meet the 
turtle on our computer screen; then 
we'll learn seven easy commands and 
put them to work creating graphic 
designs. If you don't yet have a Logo 
software package, don't stop read- 



GOING LOGO: 1 7 PACKAGES TO CHOOSE FROM 


COMPUTER 


NAME/PRICE 


ADDRESS 


BACKUP POLICY 


ADAM 


SmartLOGO; 
$100 (data pack) 


Coleco Industries. Inc. 

999 Quaker Lane S.. West Hartford. 

CT06110 


Replacement free w/in 90 days of 
purchase 


Apple II plus/He (64K) 


Apple Logo: $100 


Apple Computer. Inc. 

20525 Mariani Ave.. Cupertino. CA 

95014 


Backup included 


Apple lie lie (128K) 


Apple Logo II: $100 


Apple Computer. Inc. 

20525 Mariani Ave.. Cupertino. CA 

95014 


User makes backup 


Apple II plus/He (64K) 


Krell Logo: $89.95 


Krell Software Corp. 

1320 Stony Brook Road. Stonv 

Brook. NY 11790 


Backup included 


Apple llil plus/He (64K) 


Sprite Logo: $299 
(disk and circuit board) 


Logo Computer Systems 

220 Fifth Ave.. New York. NY 10001 


User makes backup disk 


Apple II plus/He (64K) 


Terrapin Logo: $99.95 


Terrapin, Inc. 

222 Third St., Cambridge. MA 
02142 


No backup provided 


Apple II plus/He (48K) 


Cyber Logo (turtle graphics 
program): $79.95 


Cybertronics International 
999 Mount Kemble Ave.. 
Morristown. NJ 07960 


For backup copy, send $15 and 
proof of purchase 


Atari Home 
Computers (16K) 


Atari Logo: $100 
(cartridge) 


Atari, Inc. 

1399 Moffett Park Drive. 
Sunnyvale. CA 94086 


No backup provided 


Commodore 64 


Commodore Logo; 
$69.95 


Commodore Business Machines 
1200 Wilson Drive. West Chester. 
PA 19380 


For replacement, send $5 and 
damaged disk to Commodore 
w/in 90 days of purchase 


IBM PC/enhanced PC/r (128K) 


IBM Logo: $175 


IBM. Inc. 

Personal Computer Division 
P.O. Box 1328. Boca Raton. FL 
33432 


User makes backup 


IBM PC (192K). version 


Dr. Logo: $149.95 


Digital Research. Inc. 


Backup included 


planned for PC/enhanced PC/r 

(128K) 


160 Central Ave.. Pacific Grove. CA 
93950 




IBM PC/PC/r (64K) 


PC Logo: 149.95 


Gold Hill Computer and Harvard 
Associates 

260 Beacon St.. Somerville. MA 
02143 


Backup included; user makes copy 


IBM PC/enhanced PC/r (128K) 


Turtle Power (turtle graphics 
program): $50 


IBM. Inc. 

Personal Computer Division 
P.O. Box 1328. Boca Raton. 
Florida 33432 


Replacement free w/in 90 days of 
purchase 


IBM PC (128K) 


Waterloo Logo: $125 


Waterloo Microsystems 

171 Columbia St. W., Waterloo. 

Ontario N2L 575 


User makes backup 


IBM PC/PC/r (64K) 


Ladybug Logo: $10 (public- 
domain turtle-graphics 
program) 


Young Peoples' Logo Association 
1208 Hillsdale Drive, Richardson. 
TX 75081 


User makes backup 


Radio Shack Color 
Computer 

(16K. 64K versions) 


Color Logo; $99 (64K); 
$49.95 (16K cartridge) 


Radio Shack/Tandy Corp. 
Available through Radio Shack 
stores. 


User makes backup of disk 


TI-99/4A (48K) 


TI Logo II; $99.95 


Triton Products Co. 

P.O. Box 8123, San Francisco. CA 

94128 


No backup provided 
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BEST COMES WEST 




er Games are Here, America! 



i 



QUICKSILVA computer games — Britain's 
most popular — are now available in the United 
States. They feature high quality graphics with 
European flair and exciting, imaginative 
scenarios. Here are two examples out of 1 9 cur- 
rently available for Commodore 64™ and/or 
Timex Sinclair 2068™ computers: 

BUGABOO by Indescomp — An exciting ad- 
venture game where Bugaboo, a friendly flea, is 
trapped in a cave. You can help him escape by 
signaling him to jump from ledge to ledge. Making 
him hop just the right direction and just the right 
height is the challenge. If you ■ 
don't, he'll fall back and you bugaboo 
have to begin his escape again. 
And all the time you must help 
him hide from the fearsome 
Pterodactyl and hungry Venus ^ v 
,-, Fly Traps. It's 
fun , colorful and 
f JV exciting-you'll I I 

|[ 3f develop timing ^-^z^ 
M and strategy. I 



, I TIMEGATE by Jonn 
timeqate HolMs — The best selling 

QUICKSILVA 

and longest running mega 
game in England ! It's a four di- 
mension, Space-Time Science 
jgfc ! Fiction arcade adventure. You 
; are the hero. You must pilot 
I the intergalactic battle crui- 
I 1 ser, Void-Runner I, through 

r^^Tn^ space and time itself, fighting 
' off the evil Squarm to save the 
Universe. Your ship is equipped with sophisti- 
cated systems, full control panel, radar and ex- 
otic weapons; but you must develop the skill and 
spacemanship to use them effectively. It's a 
challenge, but the safety of the Universe is at 
stake. 

Ask for these and other Quicksilva games at 
finer stores. 

COMING SOON: 
Exciting Quicksilva programs for the Acorn BBC, 
Atari 400/800/1 200, Apple II, Memotech MTX, 
Sinclair QL and IBM PCjr. 




QUICKSILVA INC. 

426 Nakoma • San Antonio, Texas 78216 
[512] 340-3684 







Commodore 64 is a trademark of Commodore Electronics Ltd Timex Sinclair 2068 is a trademark of Tmex Computer Corporation 




The HBJ Computer Test 
Preparation Series 

This proven study method has 
helped thousands of students 
score higher on the SAT, GRE, 
and ACT. 

Each package contains: 
double-sided diskettes, a 
cemprehensive review textbook, 
and a 50-page User's Manual. 

COMPUTER PREPARATION 

for the SAT" S79.95 

Available for: Apple, Atari, 
Commodore, IBM-PC, IBM-PCjr, 
and TRS-80. 

COMPUTER PREPARATION 

for the GRE" S89.95 

Available for Apple. 

COMPUTER PREPARATION 

for the ACT vwur! S89.95 
Available for Apple. 

Ask for these HBJ programs at 
your local computer store or 
bookstore or call 

800-543-1918 

for major credit card orders. 
In CA call collect 619-699-6335 

HARCOURT BRACE JOVAN OVICH 

1250 Sixth Avenue 
San Diego, CA 92101 
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LEARNING LOGO 



ing. You can learn, even if you can't 
practice. 

Once the Logo language disk or 
cartridge is loaded into the comput- 
er's memory (see your users' manual 
for specific directions), you will see a 
short welcome message on the 
screen. At this point, type in the 
command draw (on some systems, 
show/turtle or $t). That puts you in 
the draw mode. A very simple shape 
appears in the center of the screen. 
Meet the "turtle": 



A 



It's waiting for directions from 
you — Logo commands. As you give 
the turtle Logo commands, it can 
start drawing on the screen. Each 
new set of commands will direct it to 
do something. 

Here are six instructions you can 
give it. 

• To tell the turtle to move forward 
in the direction it is heading, use 
the command ro(or forward — you 
can type it in either way). The turtle 
will leave a line of "turtle tracks" as 
it goes. You must add a number to 
tell the turtle how far you want it to 
go. For example, fd 20 moves the tur- 
tle forward 20 turtle steps. General- 
ly, eight turtle steps equal one inch 
on the screen. Give it a try. 

• The opposite command to fd is bk 
(or back). For example, bk 50 moves 
the turtle backwards 50 turtle steps, 
leaving tracks behind as it goes. 

• The command rt (or right) tells 
the turtle to turn to its right, rt lets 
you change the direction the turtle 
is headed in. This command must 
be combined with a number of de- 
grees to indicate how sharply you 
want the turtle to turn. For example, 
rt 90 would turn the turtle 90 de- 
grees to the right. Most adults know 
that 90 degrees is a right angle: not 
all children have encountered this 
concept. It's not necessary for them 
to identify right angles in order to 
use them, however. Through trial 
and error, they'll quickly learn how 
much rt 45, rt 60, or rt 360 turns the 
turtle. 

• The opposite of rt is it (or left). 
Using it along with a number of de- 
grees tells the turtle how much you 
want it to turn to the left. 



THE 

FAMILY CHALLENGE 

Here's a challenge that will provide 
practice with the Logo commands 
you've just learned — draw or st. fd, 

BK, RT. LT, CS. and HOME. 

First, have all family members try 
to make a square. Adults and teen- 
agers should be able to handle this 
rather quickly, but watch as your 
younger children wrestle with the 
problem. (You may need to remind 
them that a square has four equal 
sides.) It will take some experiment- 
ing on their part, but eventually they 
will discover that a combination of 
forward and right 90 commands will 
create a square. 

With a little help, even your youn- 
gest family members — prereaders, 
too — can master the commands fd, 
bk, rt. and lt. One helpful strategy 
for these little ones is to have them 
"play turtle" by walking out a square 
first. This helps them relate their 
own body movements to the move- 
ments the screen turtle must make 
in order to create the same shape. 
Or have them use a big stuffed ani- 
mal to make a square shape on the 
floor. It's especially fun if you have a 
real stuffed turtle. 

Once everyone's discovered a way 
to make a square, see how many al- 
ternative ways they can find to make 
that same square. Remember there 
are forward, back, right, and left 
commands to use. Here's this 
month's ultimate challenge: Can you 
put together a series of squares to 
make more complex shapes like win- 
dows and ladders? 



• cs (or clear screen) erases all lines 
that have been drawn on the screen, 
providing a clean workspace on 
which to start over. The turtle re- 
mains where you left it before you 
cleared the screen. 

• HOMi.This command sends the 
turtle back to the center of the 
screen, which is considered to be its 
home. 

• That's all for this month. Now, 
practice. See how many creative 
graphic designs you and your family 
members can come up with. Refer to 
the accompanying article. "The Fam- 
ily Challenge," for another way to 
practice these commands. 

Next month we'll take a look at a 
variety of make-it-yourself tools you 
can use to help your family learn 
Logo. We'll also introduce you to 
Logo commands that will give you 
more control over vour turtle. M 
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TeleLearning 
The 

Computer 

Brings 

the 

Classroom 
Home 

A NEW "ELECTRONIC UNIVERSITY" 

ALLOWS YOU TO LEARN 

IN YOUR OWN LIVING ROOM 

BY ROGER SCHULMAN 



ROGER SCHULMAN IS a 

writer and reporter for 
Newsweek and the 
coauthor of Seven 
Simple Steps for Buying 
a Personal Computer. 
published by Warner 
Books. 
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hen a student registers for a college 
course, it's usually a routine event. But recent- 
ly, when Robert Cugini signed up to take 
Freshman English through Edison State Col- 
lege in New Jersey, he was scrutinized by no 
less than 50 journalists and educators, and the 
affair was recorded by five television cameras. 
In front of this audience. Cugini became the 
first student of the first "electronic university." 
His lessons, homework assignments — even the 
occasional chat with his professor — would all 
be completed at home on his Commodore 64. 
"I'm finally going to get to go to college," said 
27-year-old Cugini, a double amputee who 
found it too fatiguing to hold down a job and 
commute to school on his two artificial legs. 
"This is unbelievable." 

Cugini's surprise was understandable. Until 
recently, it was impossible to use a home com- 
puter to get traditional, one-on-one instruction 
in reading, writing — or anything else, for that 



matter. True, educational software enables 
many computing families to learn at home, at 
their own pace. But even the best of these pro- 
grams are no substitute for the interaction be- 
tween a pupil and teacher. Now, a San Francis- 
co-based firm called TeleLearning is linking 
teachers and students via personal computers. 
By combining technological innovation with 
clever marketing and packaging, TeleLearning 
has brought the correspondence course into 
the computer age. 

WHAT IT'S LIKE 

While sitting at a computer, a TeleLearning 
student receives a specially designed lesson 
over the telephone line, stores it on disk, and 
takes it whenever it's convenient. Each lesson 
uses the computer to good advantage, proceed- 
ing at the student's pace, pausing to ask ques- 
tions, and using charts and diagrams to ex- 
plain new concepts. After completing a 

ILLUSTRATION BY HOY WEJUAN 



EACH LESSON 
USES THE 
COMPUTER TO 
GOOD 
ADVANTAGE, 
PROCEEDING AT 
THE STUDENT'S 
PACE, PAUSING 
TO ASK 
QUESTIONS, AND 
USING CHARTS 
AND DIAGRAMS 
TO EXPLAIN NEW 
CONCEPTS. 



homework assignment, the student sends it 
electronically to the instructor. A day or two 
later, the instructor will send back comments 
about the assignment to the student's electron- 
ic mailbox. If there is a special problem or 
question, the student can arrange to have an 
exhange with the instructor — live — right over 
the keyboard. In this way. computer owners 
who have crowded or erratic schedules, are 
handicapped or infirm, or simply want to sup- 
plement their classroom experience, can learn 
about English composition, computer literacy, 
or "Wines of the World" through their comput- 
er. Starting this fall they can even earn college 
credit doing it. 

The TeleLearning system has its problems. 
The course offerings are nowhere near what 
was promised. The SI 20 or more "Knowledge 
Module" modem the firm sells to be used with 
its courses cannot be used for other kinds of 
telecommunicating, such as with CompuServe 
or The Source. And the courses suffer from 
some of the disadvantages of any learn-at-home 
system. Still. TeleLearning represents a signifi- 
cant step forward in computer education. "We 
believe that TeleLearning has opened up a new 
avenue in long-distance learning." says Joseph 
Tucker, associate vice provost of Ohio Universi- 
ty, one of the colleges that will be offering 
courses through TeleLearning. 

HOW EASY IT IS 

Getting started with TeleLearning is about as 
easy as making toast. First, you need an Apple, 
Commodore. IBM, or Compaq computer. Then 
you must buy a starter kit, which is a package 
about the size of an unabridged dictionary. 
The kit contains a looseleaf manual and course 
catalog, a preprogrammed S^-inch disk, and — 
if you do not already own a compatible mo- 
dem — one of TeleLearning's slim Knowledge 
Module modems. The kits can be purchased 
from about 600 dealers around the country, 
including VideoConcepts and Tech computer 
stores, and Macy's and Federated department 
stores. The enrollment package costs about 
SI 00 without the Knowledge Module: prices for 
kits containing the module range from 
S2 19-8229 depending upon the computer you 
own (see accompanying box). 

Setting up your electronic classroom takes 
just a few minutes. Clear instructions guide 
you through connecting the Knowledge Module 
and preparing the enclosed disk. The enroll- 
ment procedure — the same that Robert Cugini 
went through — consists of dialing up Tele- 
Learning with your modem and typing in the 
answers to a few basic questions, such as your 
name and address. If you want to register for a 
course at the same time, you can also type in 
your credit card number, and the disk for the 
course will be mailed to you. If you prefer, you 
can register for a course by phone or letter. 
Course fees range from $35-8100. and include 
all costs of on-line time. The catalog indicates 
which books are required for each course; you 



may buy these on your own, or order them 
through TeleLearning. 

CHOOSING COURSES 

As with some conventional colleges, gaining 
admission to the electronic university is easy, 
but rinding just the right course is somewhat 
harder. Although Ron Gordon, the chairman of 
TeleLearning, once promised that he would of- 
fer 500 courses by the end of this year, the 
catalog so far lists only 60 courses. These are 
not endorsed by any school, but are offered by 
TeleLearning itself and are taught by instruc- 
tors — many of them retired or part-time — hired 
by the firm. Topics range from career develop- 
ment ("Successful Selling Skills,") to personal 
achievement ("Eating for a Healthy Heart"). 
You can also study "Principles of Accounting." 
and "College Composition." 

For the family that wants to learn together, 
TeleLearning offers computer-literacy lessons 
for the Commodore 64, IBM PC, and the Apple 
lie, and courses such as "Reading Aloud to 
Your Child." (For a list of other Jamily-oriented 
courses, see accompanying box.) 



WHAT YOU NEED 

FOR YOUR 
"CLASSROOM" 

In order to use TeleLearning, you must have 
the following hardware and software: 

1 • Apple II/II plus/IIc. Commodore 64, IBM 
PC, or Compaq portable computer (128K). 

2« A monitor, monochrome or color (the 
display will be monochrome in any case). If 
you are using an IBM monochrome display 
adapter card, some graphics may not be dis- 
played. 

3. 2 disk drives (1 for the C64). 

4. The Disk Operating System (DOS) for 
your computer. 

5* A Hayes Smartmodem 300 or Smart- 
modem 1200. a Commodore Automodem, 
the TeleLearning Knowledge Module, or any 
300-baud modem that is dialed manually. 

6« A telephone with a standard modular 
telephone jack. 

T« A telephone interface, such as the IBM 
Asynchronous Communications Adapter (or 
the equivalent for your computer). 

The TeleLearning starter kits contain 
the manuals and the documentation that 
you need to communicate with TeleLearn- 
ing. You may also buy the Knowledge Mod- 
ule as part of the starter kit. 

For more information contact: 

The Electronic University 

TeleLearning Systems. Inc. 

505 Beach St., San Francisco, CA 94133 

(415) 928-2800 
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None of these courses earns the student 
credit toward a degree. But TeleLearning is 
working with at least a half a dozen colleges to 
offer credit-bearing courses through personal 
computers. These courses are being designed 
and taught by college professors and must be 
taken by arrangement with the schools, just 
like any traditional college course. Ohio Univer- 
sity is developing courses in American history, 
small business administration, and three other 
fields. The University of Nebraska at Lincoln 
plans to offer high school-level courses through 
TeleLearning: The University of Wisconsin. 
San Diego State University, Central New En- 
gland Colleges, and De Anza College in Califor- 
nia are also developing courses for the electron- 
ic university. 

A PERSONAL REPORT 

To see what the TeleLearning experience is 
like, I sent for a starter kit. Since I was writing 
this article, it seemed appropriate to take sev- 
eral lessons from a course called "Practical 
Writing Skills for College Students," taught by 
Miriam Ylvisaker, a teacher and writer with a 
master's in creative writing from San Francisco 
State University. Practical Writing began with a 
couple of gimmicks to catch my attention: an 
animated graphic of the TeleLearning logo ac- 
companied by the theme from 2001, and a 
high-resolution graphic of Ms. Ylvisaker her- 
self. Like all TeleLearning courses, my lessons 
were divided into three sections: lesson notes 
(like a teacher's lecture), workbook exercises, 
and a progress evaluation (everyone knows that 
means homework). 

Once the lessons began, I found the text to be 
interesting and straightforward without being 
overly simple. The display did not advance un- 
less I pressed the space bar, allowing me to 
proceed at my own pace. An occasional chart 
and highlighted text blocks made the work a 
bit more fun. Although it took almost two days 
for my teacher to respond to my first home- 
work assignment, her comments showed care- 
ful thought (and helped me write this article!). 

The Practical Writing lessons emphasized 
both the strengths and problems of the Tele- 
Learning system. On the plus side, TeleLearn- 
ing offers the advantages of any learn-at-home 
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FOR THE FAMILY 

Here's a sampling of some of the courses 
offered for families who want to learn at 
home — together. 

PARENT POWER: MAKING SCHOOLS WORK FOR 
CHILDREN 

READING READINESS FOR PRESCHOOLERS 

GEOMETRY 

BASIC MATH SKILLS 

VOCABULARY BUILDER 

INTRODUCTION TO BASIC PROGRAMMING 

READING ALOUD TO YOUR CHILD 



system: a relaxed, familiar environment, class 
sessions that begin whenever you want, and a 
sense of individual attention. In addition, Tele- 
Learning courses pack the power of learning by 
computer, a jump ahead of taking lessons by 
mail. You can send electronic messages to your 
instructor in minutes or "chat" with your 
teacher live. You can repeat a lesson whenever 
you like and easily make printouts of notes or 
homework (including charts and boxes). And, 
learning by computer is just plain fun. 

NOT YET GRADE "A" 

But the TeleLearning approach falls short in 
several ways. Although you can communicate 
with your instructor, there are no provisions 
for group chats, the kind of round-robin dis- 
cussions among several students that prove so 
enriching in the classroom. If you don't care for 
your instructor, you're stuck — each course is 
designed and taught by one person only. And 
the courses could take much better advantage 
of the computer's power to interact with the 
student. Aside from the opening graphics, the 
lessons offer no picturesque animations, no 
color, they do not make extensive use of sound, 
and none of the courses has provisions for let- 
ting students who own light pens or touch 
pads use these helpful devices during les- 
sons. Indeed, TeleLearning itself is not content 
with its first offerings. 

"Our first courses aren't to everyone's satis- 
faction," says Laura Mallone, who assists in 
the design of the TeleLearning curriculum. 
"These courses are more of a learning ground 
for us. We're working on making the courses 
more student-controlled, less linear." 

Chairman Ron Gordon is frank about the 
cause of the problem. He says he came up with 
the first batch of TeleLearning courses less to 
teach, and more to demonstrate to colleges, 
how well the system works. "Frankly," he says, 
"you can't sell your razor unless you have razor 
blades." 

It makes sharp business sense: TeleLearning 
charges colleges a fee for converting their 
courses for computer transmission, then 
charges them again when the students use the 
TeleLearning network. It means that the com- 
pany is perhaps paying more attention to its 
work with colleges and less to its own course 
offerings. So it might be wise for some fam- 
ilies — even those not looking to earn college 
credit — to wait until TeleLearning begins offer- 
ing more carefully designed courses. 

Still, it's worth a visit to a store that offers 
TeleLearning kits to see if some of the courses 
already being offered are just right for you. 
Check the course descriptions in the catalog, 
including the instructor's credentials. The first 
lesson to learn before you sign up with the 
electronic university is an old one: Be a careful 
shopper. If you are, you'll probably find you 
enjoy TeleLearning so much, you'll want to give 
an Apple to your teacher — or maybe a Commo- 
dore or an IBM. Tl 



TELELEARNING 
OFFERS THE 
ADVANTAGES OF 
ANY LEARN-AT- 
HOME SYSTEM: 
A RELAXED, 
FAMILIAR 
ENVIRONMENT, 
CLASS SESSIONS 
THAT BEGIN 
WHENEVER YOU 
WANT, AND A 
SENSE OF 
INDIVIDUAL 
ATTENTION. 
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COMPUTERS COULD 
SAVE OUR PUBLIC 
SCHOOLS, SAYS 
EDUCATION EXPERT 
KENNETH KOMOSKI 

BY BILL CAMARDA 



^H^r low-cost computer." Kenneth Kom- 
oski says, "has the potential to cause some- 
thing that hasn't happened in my 34 years in 
education — significant change." 

Years before home computers came along. 
Komoski was already a national leader in the 
effort to make sure educational materials do 
the job they're supposed to — help students 
learn. 

He's executive director of the Educational 
Products Information Exchange Institute 
(EPIE). a nonprofit group that reviews comput- 
ers, software, and other educational materi- 
als. Under Komoski's stewardship. EPIE re- 
cently published The Educational Software 
Selector, a guide to more than 5,000 educa- 
tional software packages. EPIE has also tak- 
en the lead in organizing several nationally 
important computer-education projects. 

Komoski himself has taught in settings as 
diverse as Nigeria, the Middle East, and in 
New York at The Collegiate School, where he 
introduced programming courses in 1961. He 
is also the father of two grown children, and a 
7-year-old. 

In his travels. Komoski has developed some 
provocative opinions — not only about comput- 
ers, but also about schools, society, and the 
future. He's got some serious worries. He's 
also very, very excited. 

bill camarda is the FC: What's so important about computers? 

associate editor of 

family computing. Komoski: Until now, only a few people in our 




society have had the ability to combine, to syn- 
thesize information, and we've always looked 
up to them. In an age of information overload, 
it's essential that more people learn how to do 
it. Kids growing up with computers have a 
powerful tool for grappling with information. 

FC: Two years ago. only 18 percent of our 
schools had computers. By next year it may be 
over 90 percent. How are schools responding to 
all these computers? 

Komoski: Computers have generated an enor- 
mous amount of energy in a social institution 
that has become almost moribund. The schools 
are being forced to change. There's a foment, a 
bubbling. I have never seen teachers more will- 
ing to invest their own time and money in 
retraining, and I certainly have not seen par- 
ents buying technology for the schools like 
this. In communities where computers are be- 
ing introduced cooperatively, they can redefine 
and redirect public education. 

FC: How? 

Komoski: For one thing, you have teachers 
making educational distinctions they never 
thought to make before. The language of most 
school materials has nothing to do with learn- 
ing. "Textbook." "Nonprint material." What do 
those mean? Nothing. But with computer soft- 
ware, people are talking about drill-and-prac- 
tice, tutorials, gaming, discovery. Well, these 
are all legitimate ways of learning. Even data- 
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base management — that's a research tech- 
nique. It's a very healthy change. 

FC: You've looked at scores of school systems 
that have introduced computers. Which ones 
are most successful? 

Kemoski: Often, parents take the lead and 
force schools to bring computers in, but in 
those schools with real home-school coherence 
of purpose, it's the school that has taken the 
lead. The schools should say to the community, 
"Lets explore the technology together." The 
most exciting communities are the ones in 
which everyone realizes everyone else is learn- 
ing. 

FC: Would you agree that the parents should 
have an important role? 

Komoski: Of course. Someone in the school 
has to say, "This is valuable energy that can 
strengthen our program." If the schools don't 
respond to that energy, parents will just turn 
off. 

FC: How ought schools and parents to work 
together? 

Komoski: Schools should train parents. I'm 
not saying the schools necessarily should have 
the expertise to do that, just that they need to 
get it done. In some schools, computer-owning 
parents are becoming trainers. That's great. 
Computers can break down the age-old percep- 
tion that somebody already has all the knowl- 
edge and is in charge of disseminating it. 
Schools should explain to parents how comput- 
ers are being used with their children. They 
should encourage parents to buy machines 
compatible with the ones used in the schools, 
by arranging with the manufacturers to offer a 
discount. And they should help parents under- 
stand which software can help the kids. 

FC: Are there any home-school computer ex- 
periments you especially like? 

Komoski: One district in Illinois may soon be 
wired so parents can call up their children's 
complete academic records on computer — to 
the point of knowing exactly which skills their 
children have mastered. Then, of course, the 
parents can go out and get the software for the 
other skills. 

FC: If you don't have a computer, it sounds like 
you'll be left out in the cold. 

Komoski: Yes. I believe that free public educa- 
tion must now include free access to at least 
some computer power and electronic commu- 
nication. You can't avoid that. With what's go- 
ing on in home computing today, the school 
can't end at the school-yard fence. The danger 
is that you're going to have to pay for every- 
thing. 

FC: How do you bring computers and software 
to people who wouldn't ordinarily have access? 

Komoski: Here's one way: Every FM station 



has what's called a secondary carrier, a signal 
that's not picked up on regular radios. You can 
get a "black box" that picks up this signal, and 
you can actually broadcast software. You don't 
have to package disks, you don't have to pay 
retailers. It's all in the air. 

FC: Sounds illegal. 

Komoski: No, the state distributes the pro- 
grams, arranging for royalties with the pub- 
lishers. In New York there are already plans to 
do this. Educational radio stations will broad- 
cast the stuff, and in two years there will be a 
black box in every school in the state. Then any 
school can hand out software. Or parents can 
buy the same black box and pick up the broad- 
casts themselves. An awful lot of adult educa- 
tion could be done that way. The potential is 
enormous. 

FC: You don't like much of the educational 
software you've reviewed. What could it be do- 
ing that it isn't doing now? 

Komoski: You can have software that really 
teaches. If you're working on something, and 
there's a certain fact or formula you don't un- 
derstand, a good teacher will notice it and give 
you some help, maybe some drill-and-practice. 
Then when you really understand, the teacher 
can come back out into the simulation or what- 
ever else you were doing. 

You should be able to say, "I want my child to 
be able to do this, give me software guaranteed 
to teach it." 

FC: Isn't that just a theoretical ideal? 

Komoski: No, it exists today in industry and 
the military. We certainly hope it exists in 
flight simulators. When we're flying, we expect 
that our pilot scored 100, not 80, on his flight 
tests. 

FC: Simulations have gotten a lot of publicity. 
Are they the best way to teach with computers? 

Komoski: There should be an intelligent 
blending of all the techniques we already 
have — simulations, drill-and-practice, tutori- 
als, gaming — and other strategies, too. For ex- 
ample, there should be software to help stu- 
dents practice the art of making estimates, 
educated guesses. Computer programs that 
can do all these things will begin to resemble 
artificial intelligence. 

FC: Will all this require a whole new generation 
of computer technology? 

Komoski: All you need is enough memory, 
and with the storage capabilities of the video- 
disk, you've solved that problem. If I were going 
into the software business, I'd be doing lead- 
ing-edge programming based on the videodisk. 
By the time my product would come to market 
in two or three years, the technology would not 
only exist, there would be an installed base. 
Because the stuff is not going to be very expen- 
sive, and everyone will want it. 
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"YOU HAVE 
TEACHERS 
MAKING 
EDUCATIONAL 
DISTINCTIONS 
THEY NEVER 
THOUGHT TO 
MAKE BEFORE." 
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FC: Where do you expect to see these new, very 
sophisticated programs in the schools? 

Komoski: No. 1 is going to be music. Given 
the capability of the current computer music 
systems, once you start applying good instruc- 
tional design theory, you have a lot of power. 
And it'll be a very nonthreatening curriculum 
area to teachers, because the average teacher 
who has to teach music individually just 
doesn't have the time. If you can give him soft- 
ware that'll help him get these guys to play 
together in a band, it'll make him look a lot 
better. 

FC: What do you think of entertainment-orient- 
ed educational software? 

Komoski: What I'd call "edutainment" has be- 
come a characteristic of much educational soft- 
ware. There's good edutainment, like "Sesame 
Street," on TV. But there's also bad edutain- 
ment. You can tell the difference by the results. 
Because of the enormous home market, some 
companies keep putting out home educational 
software that's more attractive than it is care- 
fully crafted. If they keep it up. kids may begin 
to say, "If it isn't fun, I won't bother with it." 
Designers shouldn't sacrifice motivation, but 
they should add intellectual protein. At the 
same time, the school stuff should be much 
more imaginative than it is. You shouldn't be 
able to tell the difference between home and 
school software. 

FC: What do you think of Logo? 

Komoski: Seymour Papert's view, and that of 
the Logoists. is wonderful. Every child should 
start out exploring. Kids can discover an awful 
lot on their own. The thing is. they can't dis- 
cover everything on their own. It's inefficient. 
Instruction is simply learning efficiency, 
though in many schools it has become learning 
inefficiency. The kid should explore, get com- 
fortable with the machine: then, at some point 
you hope he says, "Gee, I want to know that. 
Has someone already got a way of doing it?" 

It's unfortunate that you have the Logoists 
versus the computer-assisted instruction peo- 
ple. Both have to realize there are valuable edu- 
cational experiences on each side. 

FC: You've spent a lot of time talking about the 
values with which we approach the computer. 
You think we'd be a lot better off if we were less 
competitive about it. 

Komoski: Take that commercial that says 
your kid is going to come back fat and unhappy 
from college if you don't buy a computer. It's 
saying, "Your kid has to get ahead." Ahead of 
what? Other kids. I think that parents who 
approach the computer in this way are commu- 
nicating the competitiveness to their kids, and 
making the computer "something you have to 
do." Then, it's not so much fun anymore. 

I wouldn't object at all to advertising that 
said, "There's so much to learn and the com- 
puter is an efficient, exciting way to learn it. 



Buy a computer and help your child learn as 
much as he or she wants." That's a very posi- 
tive message. From that, children can under- 
stand that whatever their interests are, they 
can learn about them, and that is the real goal 
of education. 

FC: Are you finding competitive values in soft- 
ware, too? 

Komoski: You can't design software of any 
kind that doesn't have some values built into 
it. And the more you lean toward educational 
software, the more value-laden it's going to be. 
We need to see more games like Snooper 
Troops, where you're solving a problem rather 
than competing to see who can blast off more 
birds, or whatever. 

FC: Some kids naturally like to compete 
around the computer; others like to cooperate. 

Komoski: When I watch kids working with 
Logo, or even word-processing or data-base 
management programs, I see an extremely nat- 
ural coming together, sharing, problem solv- 
ing. I'm delighted, in a way, that there are too 
few computers in the schools, because it forces 
social interaction around the machines. We're 
all so tied together now in this world, we have 
to learn how to cooperate. That doesn't mean I 
can't learn more than you, but most of the 
time, I should put my learning back into the 
group, to advance everyone's health and happi- 
ness. 

FC: Going a bit afield, I want to ask you about a 
comment you once made calling for a moratori- 
um on advanced artificial-intelligence research. 
Are you a closet technophobe? 

Komoski: That comment was somewhat face- 
tious, but it would be useful for us to stop a 
minute and say, "Well, what do we want these 
computer systems to do for us?" Because theo- 
retically they will be able to do everything. May- 
be we need to decide what we want to keep for 
ourselves, what is uniquely human. 

FC: Could computers help us stake out new, 
more human ways to live? 

Komoski: Fifty years ago, my father was work- 
ing six days a week at pretty hard labor. When 
he came home, he made a pass at reading the 
paper, but in five minutes he was asleep. It 
wasn't that he wasn't interested, but there sim- 
ply wasn't the time or the energy. The comput- 
er can help generate an enormous amount of 
wealth without anyone working six days a 
week. It can give people more time, and then 
give them more power over what they want to 
do with that time. 

You're not going to know everything but you 
can select what you will know. With computers, 
we can create our own reality, each of us, from 
an information standpoint. We each can be- 
come potentially much more our own person. 
All that, of course, puts more responsibility on 
the individual rather than less. B 
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Does It Make the Grade? 

MORE THAN A DOZEN PROGRAMS CLAIM TO 
HELP STUDENTS PREPARE FOR THE COLLEGE BOARDS. 

HOW GOOD ARE THEY? 



BY JONATHAN WEBSTER 



E 



I than Dubrow of Los Angeles was one of 
1.5 million high school juniors and seniors 
who took the Scholastic Aptitude Tests last 
year. His 560 verbal/570 math score was well 
above average. But it wasn't good enough. 

"I was applying for a program that required 
me to break 1200, with at least 600 on the 
verbal," he said. 

Next time, he decided, he'd harness the 



power of his Apple II plus computer to raise his 
scores. So he invested $299 in a six-disk SAT 
software review package that came with a war- 
rantee: higher scores, or your money back. 

When he took the three-hour exam again, a 
few months later, he scored 1210 — with exactly 
600 on the verbal portion of the exam. "Not a 
terrific jump, but not bad," he said. "For me, 
they delivered on their promise." 



Freelancer Jonathan 
webster of Gloucester, 
Massachusetts, a high 
school English teacher 
and computer user, has 
written Jor national and 
regional magazines, 
and is coauthor of 
The Underground 
Marketplace. 
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Digital Research's 
OWLCAT (top) includes 
timing, tells you the 
correct answer, and 
gives you a cute 
message, too. CBS' 
Mastering the SAT 
(center) includes on- 
screen math graphics. 
Barron's' Computer 
Study Program For the 
SAT (bottom) tells you 
how you did in 15 
different math skill 
areas. 



Thousands of families are buying SAT soft- 
ware. They have the same hopes and worries 
Ethan Dubrow had. Can they expect the same 
results? At least 10 companies now sell SAT 
packages, and more are on the way. How do 
you pick the one that's best for you? 

CAN YOU PREPARE? 

The SATs have become the foremost na- 
tional standard for comparing college appli- 
cants, and many selective colleges count SAT 
scores heavily in choosing their students. Ac- 
cording to the College Board, which adminis- 
ters them, the SATs are designed to predict 
how well a student can handle college-level 
work by measuring his or her verbal and math- 
ematical reasoning skills. It's not supposed to 
be a test of how many facts you know. 

The College Board has always viewed SAT 
preparation skeptically. Still, for years, thou- 
sands of students have taken courses, read re- 
view texts, and used the College Board's own 
free materials to study for the exam. 

SAT software producers — along with SAT 
coursegivers and booksellers — say that you can 
prepare for the exam. At a minimum, they say, 
you can become familiar with the SAT's format, 
which is somewhat different from conventional 
tests. For example, the SAT penalizes wrong 
answers, so sophisticated test-takers won't 
take a wild guess unless they can improve their 
odds first by eliminating at least one or two of 
the choices facing them. 

If you're familiar with the test ahead of 
time, you may be more comfortable at the actu- 
al exam. Many testing experts feel that reduc- 
ing anxiety and instilling "test-wiseness" is a 
critical factor in improving scores of students 
of average ability. 

Moreover, they claim you can teach some of 
the fundamental concepts the exam covers. 
And there is some independent research to 
show that math scores may respond positively 
to a review course — especially if the student 
isn't enrolled in another math course. 

WHAT'S IN THE PACKAGE? 

All the packages we've reviewed offer drill- 
and -practice. Drill- and- practice has been the 
basic building block of all educational systems 



since the discovery of chalk. It simply means 
assigning a task repeatedly, and constantly 
evaluating the student's performance. Needless 
to say, computers can do this with breathtak- 
ing efficiency. There isn't a teacher on the 
planet with a red pencil as quick as Ms. Micro. 

Drill-and-practice, when coupled with an 
explanation of the student's mistakes, is good 
for making already learned concepts second na- 
ture, for learning vocabulary, and for recalling 
half-forgotten material. Computerized practice 
with instantaneous correction is a major sell- 
ing point for these programs. Many students 
may be more motivated to work with a package 
that will do the work of correcting practice ques- 
tions for them. 

THE BASICS 

In addition to drill-and-practice, most SAT 
software packages offer some or all of the fol- 
lowing important features. (For specifics on 
each program, see accompanying chart and 
reviews.) 

1. SAT Score Format. Most packages 
billed as SAT review programs ask the same 
kind of questions that are asked on the SAT, 
and present them in much the same way. 
(Some packages offer a timing feature that tells 
you how much time you have used or how 
much time you have left as you take their simu- 
lated tests.) 

2. Lessons. In addition to drill-and-prac- 
tice questions, many packages include lessons, 
explaining important math and verbal concepts 
in detail. Users may find much of this material 
familiar, but some of it may be new to them. 

3. Strategy Tips. Some packages offer 
advice on when and when not to guess, how to 
approach analogies, how to use time well, 
when and when not to do calculations, and 
other aspects of SAT strategy. 

4. Diagnostics and Study Plans. Some 
packages attempt to "diagnose" the results of 
drill-and-practice exercise, and tell the student 
where he or she needs work. A study program 
tailored to a particular student's weaknesses 
clearly makes better use of the time spent on it 
than one that tries to cure all ills. Some pro- 
grams also have a print option that allows you 
to print out your study plan or test analysis. 



KEY 
TO THE CHART 



SAT software varies widely in price and features. The chart on the next 
page, along with the accompanying reviews on the following pages, can 
help you get your money's worth. Here's a key to the special features listed: 

SAT FORMAT? Do the questions resemble SAT questions, and are they 
scored on the 200-800 scale used by the SATs? While simulated SAT 
scores can vary widely from the real thing, they are one guidepost as to how 
well a student is doing. 

TIMED? Does the program keep track of how much time you've used, or 
have left? This may help some students prepare for the time pressure. 

LESSONS? Does the program also include extra materials for studying 
skills covered on the SAT? While short-term study may not help much, 
students who spend a long period of time in a comprehensive study pro- 
gram are likely to improve their SAT scores. 

STRATEGY? Is there advice on which types of questions to answer first, 
and the like? "Test-wise" students have an advantage. 



DIAGNOSTICS? Can the program analyze a student's work and list 
which areas he or she is weak in? 

STUDY PLAN? Based on a student's weaknesses, does the package 
develop an individual study program using materials included? 

PRINT OPTION? Does the program let you print out your study plan so 
you can refer to it later or while you're using some other part of the 
program? 

TEXT-INDEPENDENT? Are most or all of the questions and review as- 
signments on a disk, not a book? Text-independent systems tend to be less 
comprehensive, but they can also be much less clumsy. 

GRAPHICS? Do the drawings that accompany some math questions 
appear on-screen? Some students like on-screen graphics, but at times 
you have to draw the picture on paper anyway to solve the problem. 
'Not released In time Jor review; description based on manufacturer's claims. 
O Optional, at extra cost, or only present In some versions of programs. 
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SCOREBOARD: COMPARING SAT PROGRAMS 



COMPANY/ 
PROGRAM /PRICE 



MATERIALS 



COMPUTERS 

MEMORY REQUIREMENTS 




♦Arco Publishing, Inc. 

ARCOS COMPUTER 
PREPARATION FOR THE SAT 
215 Park Ave. South 
New York. NY 10003 
(212) 777-6300: $69.95 



3 double-sided disks: 1 empty 
record disk with college data 
base: 528-page review text; 80- 
page users' guide: 80-page 
workbook 



Apple II plus/He (48K) 



YNNYYYNNN 



Barron's 

COMPUTER STUDY PROGRAM 

FOR THE SAT 

1 13 Crossways Park Drive 

Woodburv. NY 11797 

(800) 645-3476: S89.95 



3 double-sided disks: 44-page 
users' manual: 673-page review 
text: 274-page verbal 
workbook: 413-page math 
workbook 



Apple II series (48K): 
Commodore 64: IBM PC 
(128K)' enhanced PCjr 



CBS Software 

MASTERING THE SAT 
1 Fawcett Place 
Greenwich. CT 06836 
(203) 622-2525: SI 50 



4 single-sided disks: 142-page 
manual 



Apple II plus/He (48K): IBM 
PC/enhanced PCjr (128K): 
Commodore 64 



Digital Research 

OWLCAT 
P.O. Box 579 
160 Central Ave. 
Pacific Grove. CA 93950 
(408) 649-3896 
15-hour package: $89.95 
60-hour package: $249.95 
PSAT diagnostic disk: $19.95 



lb-hour package; 4 single- 
sided disks: 32-page verbal text 
including users' guide: 53-page 
math text. 

60-hour package: 9 double- 
sided disks, including PSAT 
disk: additional Test of 
Standard Written English 
manual. 



Apple II series (48K): 
Commodore 64: IBM PC/ 
enhanced PCjr(128K) 



EduWare Services, Inc. 
Peachtree Software 

PSAT/SAT WORD ATTACK 
SKILLS and PSAT/SAT 
ANALOGIES disks 
P.O. Box 22222 
28035 Dorothv Drive 
Agoura Hills. CA 91301 
(818) 706-0661: S49 each 



3 single-sided disks in Word 
Attack package: 2 in Analogies: 
10-page users' guide 



Apple II series (48K): Atari 
800 (48K) 



Harcourt Brace Jovanovlch 

COMPUTER PREPARATION. 
FOR THE SAT 
1250 Sixth Ave. 
San Diego. CA 92101 
(800) 543-1918: $79.95 



2 double-sided disks (Atari 
version. 3 disks): 50-page 
users' manual: 470-page review 
text 



Apple II series (48K): TRS-80 
Models HI/4 (48K): 
Commodore 64: IBM PC/PCjr 
(64K); Atari Home Computers 
(48K) 



Hoyden Software 

HAYDEN SAT SCORE 
IMPROVEMENT SYSTEM 
600 Suffolk St. 
Lowell. MA 01854 
(800) 343-1218 
Sample Tests: $19.95 
Math and Verbal Modules: 
$39.95 each 



Complete System: 12 sides of 8 
disks: 3 12-page booklets 
accompany each module: 16- 
page guide accompanies 
sample tests 



Apple II plus/He (48K): 
Commodore 64 



Krell Software Corp. 

COLLEGE BOARD SAT EXAM 
PREPARATION SERIES 
1320 Stony Brook Road 
Stony Brook. NY 11790 
(516) 751-5139 
Condensed Series: $139.95 
Complete Series: $229.95 
Expanded Series: $299.95 



Complete Series: 6 single-sided 
disks: 47-page manual: 64- 
page guide to college 
scholarships. 
Expanded series: Includes 
additional review materials. 
Condensed series: Omits Test 
of Standard Written English. 



Acorn (48K): Apple II series 

(48K): Atari Home Computers 

(48K): Commodore PET(48K)/ 

Commodore 64: 

IBM PC/enhanced PCjr 

(128K): TRS-80 

Models HI/4 (48K) 



Micro Learn 

SAT ENGLISH I. D, III 
SAT MATH I. II. Ill 
2699 Skokie Valley Road 
Highland Park. IL" 60035 
(312) 433-7550 
$30 per disk 



English and Math package 
include 1 double-sided disk 
and brief pamphlet with 
operating instructions 



Apple II series (48K): 
Commodore 64: IBM PC 
enhanced PCjr(128K) 



Program Design, Inc. 

PREPARING FOR THE SAT 

AND OTHER APTITUDE TESTS 

95 E. Putnam Ave. 

Greenwich. CT 06830 

(203) 661-8799 

$69.95 ($59.95 Atari cassette) 



6 single-sided disks (Atari 
version also available on 
cassette): 1 audio cassette: 48- 
page review text: 36-page test- 
taking strategy guide 



Apple II/II plus/He (48K): Atari 
Home Computers (16K 
cassette. 32K disk) 



SEI 

SAT SKILLS SET 

2360-J George Washington Hwy. 

Yorktown. VA 23692 

(804) 898-8386 

Verbal Skills Pak: $75 

Math Skills Pak: $55 

Set: $120 



Verbal Pak: 3 single-sided 
disks: Math Pak: 2 single-sided 
disks (IBM version. 2 double- 
sided disks) 



Apple II series (48K): IBM PC/ 
PCjr (64K): TRS-80 Models tW 
4 (48K) 
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EXAMINING EXAMWARE: 



Here's a look at 10 packages sold 
for SAT review, along with a 
glance at some programs avail- 
able for other standardized tests. 
These packages all require a disk 
drive except for PDI's Atari cas- 
sette version. 

(For more details about the 
SAT packages reviewed here, 
see accompanying chart.) 

BARRON'S 

Computer Study Program 
for the SAT 

Certainly the best value per 
pound, the Barron's system in- 
cludes three double-sided disks 
and three hefty books, including 
the best-selling Barron's SAT 
preparation book. Like several of 
the other comprehensive pack- 
ages. Barron's SAT program 
scores a sample test, analyzes the 
results, and gives the user a 
study plan. The study plan di- 
rects the user to specific sections 
of two workbooks that cover his 
or her weak areas, and also to 
some disk-based practice exer- 
cises. 

The three review books — 1.400 
pages altogether— make this an 
extraordinarily thorough, bal- 
anced package. For depth, it cer- 
tainly beats computer-only pro- 
grams. But all that printed 
material can make the system 
cumbersome, and it may frus- 
trate less motivated users. 

CBS SOFTWARE 

Mastering the SAT 

CBS Software's review package 
was originally developed by the 
National Association of Second- 
ary School Principals. It's a bal- 
anced program of diagnosis, 
strategy, and practice in all the 
math and verbal skills of the SAT. 

The package generally runs 
smoothly, and with a minimum 
of disk switching. At one point. 
we had trouble retrieving the 



right answer to a question we'd 
answered incorrectly. 

The program begins with a 
full, simulated SAT. including 
the Test of Standard Written En- 
glish, which now accompanies 
the exam. After taking this "SAT" 
you get a detailed analysis of your 
strengths and weaknesses. 
Though you don't get a specific 
study plan, it's easy to create 
your own. using the analysis and 
the disk-based "skill builder" and 
"vocabulary builder" exercises 
that are also provided. 

CBS' program can store test 
records for three users. The ac- 
companying 142-page handbook 
includes test-taking tips and two 
more simulated SATs. 

DIGITAL RESEARCH 

OWLCAT (15-hour Version) 

OWLCAT comes with several 
unusual features: some are deco- 
rative, others are quite useful. If 
you want practice in handling 
the time pressure of the SATs, 
you can request an on-screen 
timer. If you get a question 
wrong, OWLCAT may observe. 
who said sats are fair? There's a 
disk-based dictionary and a 
"buddy study" feature, which al- 
lows you to compete with a 
friend. 

The math and verbal review is 
solid, and the extra features may 
inspire less motivated users. The 
accompanying books, though not 
nearly as detailed as some, are 
well-designed and comprehensi- 
ble. There seemed to be a frus- 
trating bug on one of my four 
math disks, however. When I 
tried to review the results of a 
drill session, my work was no- 
where to be found. 

OWLCAT is named after the ac- 
ronym for the well-known test 
strategy it uses. (First answer 
Obvious Winners, then eliminate 
Losers, then do Calculations and 



Attempt questions that seem dif- 
ficult but solvable. Only once 
you've done all that should you 
try the Toughest questions.) 

Digital Research also offers a 
one-disk PSAT diagnostic pretest 
disk and a massive 60-hour SAT 
package. 

EDUWARE SERVICES/ 
PEACHTREE SOFTWARE 

PSAT/SAT Word Attack Skills 
and PSAT/SAT Analogies 

EduWare's PSAT/SAT Word At- 
tack Skills and PSAT/SAT Analo- 
gies packages utilize some inter- 
esting, unusual ideas about SAT 
verbal review. Based on the pre- 
release version* I saw. however, I 
think these ideas work better in 
theory than in practice. 

Since more than 80 percent of 
the words on the SAT have Latin 
or Greek origins. EduWare's 
PSAT/SAT Word Attack Skills 
package teaches Latin and Greek 
roots and prefixes. That way. 
EduWare suggests, youll be able 
to figure out almost any word you 
don't know. This is a worthwhile 
language lesson and a useful 
supplementary strategy for learn- 
ing vocabulary. But. by itself, it 
isn't enough. Words are much 
greater than the sum of their 
parts. 

The Analogies disks, sold sep- 
arately, divide all possible analo- 
gies into six categories. But the 
categories are so general that 
they may not help all that much 
at test time. 

A sentence-completion disk 
and a math package will soon be 
released; when they are. 
EduWare's SAT series will be 
complete. 

HARCOURT BRACE 
JOVANOVICH 

Computer Preparation for 
the SAT 

Harcourt Brace Jovanovich's 



Computer Preparation for the 
SAT was the first SAT package to 
make a sizable dent in the home 
market. HBJ's test questions 
come out of a large book that ac- 
companies the program. You can 
ask the program to time your re- 
sponses. After you take the "diag- 
nostic" test. HBJ's SAT prepara- 
tion package scores your results 
and displays a study plan, rating 
your strengths and weaknesses 
and referring you to sections of 
the book for specific instruction 
and strategy advice. 

The disks also offer 1.000 vo- 
cabulary words in "flash card" 
format. HBJ is not alone in using 
this technique. As an English 
teacher. I wonder, however, 
whether students will do this 
much memorization. 

The program leans heavily on 
its textbook, which seems excep- 
tionally solid and thorough. The 
questions are subtle and careful- 
ly constructed. Also, if you have a 
problem making this program 
work, there's a telephone hot line 
for users. 

HAYDEN SOFTWARE 

Hay den SAT Score 
Improvement System 

Hayden's SAT Score Improve- 
ment System is entirely comput- 
er-based — there are no books. 
The system consists of a math 
package, a verbal package, and a 
sample test package each sold 
separately. For a computer-only 
system, it's unusually complete. 

Each skill section in the verbal 
package begins with strategies, 
and. as with Harcourt Brace Jo- 
vanovich's package, depends on 
a 1.000-word vocabulary list. 

A "tutor" mode is available for 
all math and verbal skills. You're 
given hints, as well as explana- 
tions for both right and wrong 
answers. This is the most com- 
plete set of explanations I've seen 



THROWING THE BOOK AT YOU 

Almost all of these programs rely, to some 
degree, on printed materials. Text-dependent 
programs can be awkward and time-consum- 
ing, and they hardly show off your computer. 
On the other hand, if it takes five minutes for 
your disk drive to find and load the next ques- 
tion, you might prefer that the questions be 
provided in a book instead. After all, there are 
no keyboards available on SAT day. 

In addition, different publishers offer a 
grab bag of extra features. We list some of these 
in the chart, along with their advantages and 
disadvantages. 

We found wide differences in content be- 
tween packages sold for SAT review. Some offer 
material simpler than that found on the actual 
SAT. A few packages contain spelling and 
grammatical errors that are troubling, to say 
the least. 

Don't expect a simulated SAT to predict 
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exact scores on the actual exam. Sample exams 
don't get the same exhaustive testing that ac- 
tual SAT questions do. 

DIFFERENT STROKES 
FOR DIFFERENT FOLKS 

Learning styles are as different as finger- 
prints. One student may thrive on the constant 
reinforcement and explanation some programs 
offer; another may find such features a hin- 
drance. The best SAT review system to buy is 
the one on which the student is willing to 
spend the most time. 

Perhaps the most important thing to keep 
in mind when purchasing any of these pack- 
ages is that they won't work unless they are 
taken seriously, and are used over a sustained 
period of time. The minimum seems to be 
about seven or eight hours according to one 
researcher, though one SAT preparation pack- 
age takes 60 hours to complete. Ethan Dubrow 
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on-screen. 

The three-disk math package 
includes algebra, geometry (with 
on-screen graphics), and quanti- 
tative comparisons. I was. how- 
ever, unable to get one side of the 
algebra disk to run. 

The two-disk sample SAT pack- 
age includes two simulated SAT 
tests and a "pretest." the results 
of which can be analyzed for 
strengths and weaknesses in 16 
skills. 

The Hayden system has its lim- 
its: for example, you can't output 
anvthing to a printer. But. at 
$100 for 12 disk sides, it seems 
reasonably priced. 

KRELL SOFTWARE 

College Board SAT Exam 
Preparation Series 

For years. Krell's SAT package 
has been the only one with a 
guarantee: If you didn't raise 
your combined verbal and math 
score by 70 points after using its 
program, you'd get your money 
back. (Keep in mind that a gain 
of 15 to 20 points is average for 
students taking the exam a sec- 
ond time. And obviously, if you're 
buying the program to prepare 
for your first SAT. the guarantee 
doesn't apply. ) 

Krell's package gradually elimi- 
nates the types of questions 
you've done well on. and calls up 
additional questions in trouble- 
some categories. The wrong an- 
swers are randomized, meaning 
that any wrong answer can ap- 
pear with any question. Real SAT 
questions include some wrong 
answers that are carefully de- 
signed to confuse test-takers; 
randomly selected wrong an- 
swers won't always do that. 

Krcll plans to offer optional fea- 
tures including a diagnosis and 
study-plan system and a vocabu- 
lary-builder package. 

Since we reviewed Krell's svs- 



tem. the company has reformu- 
lated it as three different prod- 
ucts: an Expanded Series (Gold 
Label), with additional review 
material added (80-point gain 
guaranteed): a Complete Series 
(Blue Label. 50-point gain guar- 
anteed): and a Red Label con- 
densed series (no guarantee) 
without sections covering the 
Test of Standard Written En- 
glish. 

MICRO LEARN 

English SAT 1,11,111; 
Math SAT 1,11,111 

The complete Micro Learn SAT 
system consists of three verbal 
disks and three math disks. 
Each of these sLx double-sided 
disks is sold separately and they 
each include several kinds of 
questions. 

You can use Micro Learn disks 
in either a test format or instruc- 
tion mode. The instruction mode 
offers hints if you pick the wrong 
answer. It also explains the cor- 
rect answer. In some cases, the 
explanation of right and wrong 
answers seemed arguable. 

Math disks use on-screen 
graphics and have useful " help** 
screens that provide background 
information on each question. 

On the Commodore version of 
Math SAT I. we had trouble ac- 
cessing correct answers to ques- 
tions that had been answered in- 
correctly. 

PROGRAM DESIGN, INC. 

Preparing for the SAT and 
Other Aptitude Tests 

PDI's six-disk package is 
strong on strategy. It begins with 
an audio tape introduction to 
SAT strategy, and includes a sep- 
arate. 36-page booklet on the 
same subject. It is not as strong 
on instructional content. 

Some of PDI's drill questions 
resemble those found on the 



SATs, while others don't. For ex- 
ample, the program offers prac- 
tice on number series, which 
do not appear on the SAT. I 
thought PDI spent too much 
time on elementary material. 
Some students may appreciate 
the video game-style explosions 
that accompany each correct an- 
swer—others may find them dis- 
tracting. 

There was a recurring gram- 
matical error on one of the Atari 
disks, as well as a spelling mis- 
take that rendered one correct 
answer incomprehensible. 

The package does not include a 
sample SAT test. In fact, it sug- 
gests that the user buy the Bar- 
ron's book. The Atari version of 
the quantitative comparisons 
disk cannot be used without a 
joystick. This should be men- 
tioned on the program's packag- 
ing, but isn't. PDI also offers an 
Atari cassette version of this pro- 
gram, which only requires 16K of 
memory. 

SEI 

SAT Skills Set 

While primarily a drill-and- 
practicc program. SEI's SAT 
Skills Set has several interesting 
added features. 

There is a question editor that 
enables a teacher or other user to 
create questions and modify 
tests — though the resulting mod- 
ified exams will less closely re- 
semble carefully developed SATs. 
Wrong answers to drill questions 
are presented randomly in some 
sections, similar to the way 
Krell's program works. While 
there are no printed instruc- 
tions, the program is quite 
straightforward. 

The Skills Set can also be pur- 
chased in two parts. The Math 
Skills Pak consists of two disks 
and the Verbal Skills Pak comes 
with three disks. 



AND, ON THE 
HORIZON . . . 

Even more companies intend 
to join the crowded SAT software 
market this fall. Packages from 
Lovejoy (SAT College and Prepa- 
ration' Guide. $79.95: for Apple II 
series. Commodore 64. IBM PC. 
TRS-80 Model 4) and Addison- 
Weslev [Super Strategies Jor the 
SAT. approximately $89.95: for 
IBM PC with color card and color 
monitor) are due for release this 
month. Also. Arco's Computer 
SAT (S69.95). complete with a 
data base with median freshman 
SAT scores for more than 1000 
colleges, will soon be available for 
Apple II/II plus/lie. Commodore 
64. IBM PC. and TRS-80 Model 4. 

OTHER TESTS, OTHER 
SOFTWARE 

The SAT is not the only stan- 
dardized exam you can study for 
with a computer. Here's a sam- 
pler of software available for 
some other tests: 

COLLEGE BOARD ENGLISH COMPOSI- 
TION achievement test (ECAT): Mas- 
tering the College Board 
Achievement Tests: English 
Composition, by CBS Software is 
available for the Apple II series 
(48K). and IBM PC/PCjr en- 
hanced (64K). Five disks. $175. 

AMERICAN COLLEGE TEST (ACT): 

Computer Preparation Jor the 
ACT. by Harcourt Brace Jovano- 
vich. is available for the Apple II 
series (48K). $89.95: and the 
ACT Preparation Series by Krell 
Software, is available for Apple II 
series (48K). IBM PC/PC/r en- 
hanced (128K). Commodore 64. 
and TRS-80 Models III 4 (48K). 
"Complete Series" $249.95: 
' Condensed Version." $1 19.95. 

graduate record exam: Comput- 
er Preparation Jor the GRE by 
Harcourt Brace Jovanovich is 
available for the Apple II series 
(48K). $89.95 



says he spent "an hour here, an hour there" on 
his package, adding up to 10 hours. 

Good study is hard work, and computers 
haven't changed that. Of course, parents who 
want to see their children get high board 
scores will encourage reading and rigorous at- 
tention to homework throughout the child's 
academic career. 

Ideally, you should try out a few programs, 
especially those that offer the broadest range of 
teaching techniques — drill -and -practice, con- 
tent instruction, diagnosis, and strategy help 
in varying amounts. 

If you buy a less comprehensive program, 
someone may need to supervise the student 
and provide help and guidance when it is need- 
ed. Of course, as with any software, be cau- 
tious of packages with poor documentation. Be 
wary of outrageous promises, and be sure your 
dealer can provide support, as some of these 
packages contain program bugs. 



SOME FINAL, 
FREE ADVICE 

It's highly unlikely that any of these pro- 
grams will raise a student's score hundreds of 
points above where it would otherwise have 
been. A student's experiences in 12 years of 
schooling are bound to count for much more 
than the time she or he spends on any prepara- 
tion program. But if. like Ethan Dubrow, 
you're looking for a modest improvement in 
scores, time spent faithfully with a good SAT 
package may well improve your odds. 

SAT software packages can't work magic. 
However, they can help a student become more 
familiar and more comfortable with the SAT. 
They can do the time-consuming work of scor- 
ing practice tests and analyzing their results. 
They may also offer a good approach that stu- 
dents can use in organizing their studying. 
Any way you look at it, though, it's the student 
who has to do the thinking, re 
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"COMRRNIES ARE 
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Dave Buehler 

designer of 
Typo Attack 



ON KNOWING YOUR 1 
MARKET: 

V YOU'RE DESIGNING 
Pi WORD- PR0CESSIN6 
PROGRAM, YOU NEED 
GOOD FEEL FOR WHAT 
PEOPLE WANT TO DO. 
IF YOU DON'T, ASK A 
SECRETARY OR WRITER." 
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Of 

Teenage 

Software 
Stars 



A 



isk a movie star, a corporation presi- 
dent, an astronaut, or anybody else at the top 
of their profession how they got there, and 
you're likely to hear about years of grueling 
training, ruthless competition, great talent, in- 
exhaustible patience, and the eventual lucky 
break. 

So how is it that out of nowhere, a slew of 
seemingly normal teenagers are winning fame 
and fortune overnight with their computer pro- 
grams? Few of them had more than two years 
of computing experience before their commer- 
cial success. They didn't have benevolent un- 
cles in the software business, or access to any- 
thing more confidential than a computer 
reference manual. If you ask them, they'll tell 
you that anybody with a high school education 
and a little determination can create market- 
able software. 

COULD IT BE THAT EASY? 

A high school diploma and persistence are 
also all it takes to sell encyclopedias. So there 
has to be more to it than that. We set out to 
discover what else these successful teens had 
in common and to check if what they say is 
true: that any kid can do it. 

Michael Abbot worked in a fast-food res- 
taurant when he was 15 to save enough money 
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ON CREATIVITY: 
THE TECHNICAL 
ASPECT GOES BY 
THE WAVSIPE 
PRETTY QUICKLY 
IDEAS DON'T COME 
SO EASILY." , 



BY MARC HERMAN 



to buy his Apple computer. Within about two 
years, this San Diego kid was programming 
Hard Hat Mack for Electronic Arts, a leading 
software house. He estimates a hit game can 
earn the designer up to $100,000. And Hard 
Hat Mack is apparently becoming a hit. 

As with many young programmers, Mi- 
chael's first project was a game he designed 
just for fun. When his friend. Jim Nitchals. 
started a software company with some high 
school buddies. Michael got involved. His first 
game, which made it to the software shelves at 
computer stores, eventually came to the atten- 
tion of the crew at Electronic Arts. They en- 
couraged him to develop another one of his 
ideas, Hard Hat Mack. Michael, now 20, says 
that while he was working on the game. "I ate. 
slept, and drank computers." But, he adds, he 
had no special background in computing, "just 
your basic math that you're required to take in 
high school." 

THE CALL OF THE WEST 

Michael also benefited from being in the 
right place at the right time. Obviously his 
program wouldn't have created a stir at Elec- 
tronic Arts if it didn't show talent, but some 
young programmers readily admit that geogra- 
phy has worked to their advantage. 
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DEDICATION.' 




MAKC BERMAN is a 
freelance writer from 
New York City who has 
just completed work on 
a book about the Apple 
lie. 
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"Living in Livermore. California, helped," 
says Stephen Landrum, who created Commu- 
nist Mutants from Space for Starpath when he 
was 19. "Most peoples' parents worked at the 
[University of California's] Lawrence Livermore 
Lab. so we were introduced to computers early. 
Our schools got them earlier than anyplace 
else." 

Many of the leading game software compa- 
nies are located on the West Coast. So, for the 
aspiring software writer, California can be 
what the soda fountain at Schwab's was to 
yesterday's aspiring actress: the best place to 
be discovered. Stephen was fortunate enough 
to know Craig Nelson, one of Starpath's 
founders. "I went to school with his brother." 
Now 22. Stephen is a software designer/pro- 
grammer for Epyx, where he worked on Sum- 
mer Games, a sports simulation that shipped 
in time for the Summer Olympics. 

TYPO ATTACK 

While many young designers are from Cali- 
fornia, it's by no means a requirement for suc- 
cess. When Atari started one of its national 
searches for computer talent, the first prize 
winner was from St. Paul, Minnesota. 

Dave Buehler was 16 years old when he 
wrote the winning program. Typo Attack. (Alan 
Alda has been advertising the game for Atari on 
television.) Now a freshman at Brigham Young 
University, Dave is using his S25.000 prize for 
tuition. He figures, "There are probably more 




WHO'LL 
TAKE A LOOK, 
WHO WON'T 



k-power. a Scholastic computer magazine for 
young people, recently surveyed major software 
publishers on their willingness to accept freelance 
submissions. They found that the odds on selling 
a freelance program are long, but that it is possi- 
ble. Call or write first, for submission guidelines. 

Among the companies k-power surveyed, 
these accept freelance submissions: 

Broderbund Software, 17 Paul Drive. San 
Rafael. CA 94903-2101. (415) 479-1170. Write: 
Kay Wayland. administrative assistant for product 
development. 

Dntamost, 2660 Nordhoff Place. Chats- 
worth. CA 91311. (213) 709-1202. Write: Gary 
Koffler, vice president of software. 

Epyx, 1043 Kiel Court. Sunnyvale, CA 
94089. (408) 745-0700. Write: Dale Yocum. 

Sirius Software, Inc., 10398 Rockingham 
Drive. Suite 12. Sacramento. CA 95827. (916) 
366-1 195. Write: Terry Bradley, president. 

Strategic Simulations, 883 Stierlin Road, 
Building A-200. Mountain View. CA 94043. (415) 
964-1353. Write: Chuck Krogel. manager of re- 
search and development. 

Synapse Software, 5221 Central Ave., 
Richmond. CA 94804. (415) 527-7751. Write: Kel- 
ly Jones, vice president of programming. 

k-power found that the following companies 
discourage or simply refuse freelance submis- 
sions: Infocom. Microsoft, and Sierra Inc. 



people interested in computers out there in 
California, but companies are always looking 
for people (from) anywhere to write games, and 
to convert them from one format to another." 

Dave is right about that. When Sirius Soft- 
ware got a look at Hunter Hancock's game, 
Cyclod, they flew him out to Sacramento from 
his home in Lexington. Kentucky. By taking 
special tests so he could graduate from high 
school without attending classes, Hunter was 
able to work for Sirius for the last three 
months of his senior year, and all summer, 
before starting college at MIT. 

THINK LOGICALLY 

Opportunity aside, just what kind of talent 
do these teenage programmers have that fre- 
quently earns them better wages than their 
high school teachers get? Sixteen-year-old Tra- 
cey Cullinan custom-designs business pro- 
grams in Los Altos, California. He says, "You 
have to be good at problem-solving and think- 
ing logically, but I wouldn't say you need to 
know more than high school algebra. I don't." 

Eric Hammond, programmer and co- 
designer of Electronic Arts' basketball simula- 
tion game, Julius Erving and Larry Bird Go 
One-on-One, was voted Best Math Student at 
his high school in San Diego. But he considers 
math skills incidental to his success. "Anybody 
who wants to program can do it," he says. "At 
this level, most of the math involved is just 
adding and subtracting. What it takes is pa- 
tience and dedication." 

PLAIN OLD STIGK-TO-ITIVENESS 

Add a streak of motivation to patience and 
dedication and you've just about got the formu- 
la. Many of the young programmers taught 
themselves assembly language. (Assembly lan- 
guage is more complicated than BASIC, but it 
is also much faster to run, so it is the language 
of choice for most gamemakers. However, few 
high schools formally teach assembly lan- 
guage.) In fact, motivation is a common char- 
acteristic of these programmers. It goes beyond 
their computer work. Eric Hammond, besides 
being a college basketball player, plays about 
five different instruments, and is a sometime 
member of a jazz band. Michael Abbot scuba 
dives and is learning hang gliding. Hunter 
Hancock is studying to be a doctor. 

Jeff Gold applied single-minded determina- 
tion to understanding the business he wanted 
to enter. He started researching the software 
market when he was 15. talking to store own- 
ers, distributors, and designers. Now, at 17. he 
is the owner and chief executive officer of Dou- 
ble-Gold Software, suppliers of disk security 
systems designed to prevent software piracy. 
He earned the money to start Double-Gold by 
designing software for small businesses. 

"I met people through computer stores and 
talked to some people at Apple," he says, "They 
saw I had the capability, so they came up with 
projects for me for private businesses. 



"If I want to do something, I don't ask if I 
can do it. I assume I can. I read a few books on 
the subject and go ahead," says this self-made 
young man. 

GREY FLANNEL SOFTWARE 

Naturally when a kid designs business 
software it raises a few eyebrows. How can a 
16-year-old know about inventory control and 
accounts receivable? Says Tracey Cullinan, 
"The main thing is to know the machine you're 
working on. Because clients usually have a 
pretty good idea of what they want." Tracey s 
programs aren't commercially available; he 
contracts with a company to design a specific 
type of program just for its own use, such as 
record-keeping or inventory control. For a na- 
tional stock brokerage firm, for example, he 
wrote a program that helps calculate the con- 
stantly changing news from Wall Street into 
information for the firm's brokers. 

Jeffs position as the head of a company 
puts him in the spotlight, where his youth may 
not inspire confidence. He explains, "Most of 
the business is over the phone, so people have 
no idea how old I am. When I go to trade shows 
and to meetings. I try to keep up an older-looking 
image. Most people think I'm 20 or 25." 

Jeff was fortunate to have the support of 
his family, which he describes as "do-it-on- 
your-own people." He now studies business 
management at the University of California at 
Santa Barbara and hires contract program- 
mers to develop new software for his company. 
"I don't consider computers my career." he says 
with assurance. "I like being an entrepreneur — 
taking an idea and building it up." 

THE RIGHT IDEA, THE RIGHT MARKET 

Like many of his colleagues, Jeff says that 
finding the right idea is a big part of a success- 
ful program. "A good idea can be an old concept 
made better," he says. "For instance, there are 
hundreds of word-processing programs out 
there, but most of them are poorly written." He 
also recommends finding an area of software 
development that isn't as crowded as games. 

But even in a crowded category, a good 
idea shines through. Eric Hammond got to live 
out his fantasy of playing basketball with Phila- 
delphia 76er all-star Julius Erving when he 
was working on One-on-One. Now he says that 
fantasy is the key to making a hit game. 
"You've got to get humans involved, so they're 
no longer playing a computer game, but living 
a fantasy." When he designs a new game, he 
tries to "make something human" out of pixels 
and bytes. 

Many of these young programmers say that 
technical wizardry takes a back seat to creativ- 
ity where hitmaking is concerned. Hunter lik- 
ens himself to a novelist who knows how to 
type, but sometimes can't unblock his creative 
mind. "After a while the ideas didn't come easi- 
ly. I spent a lot of time trying to force the 
issue." Dave Buehler called in an artist (his 



younger brother) to help him when he 
slammed against his own creative limits. The 
younger sibling helped design some of the 
shapes in Typo Attack. 

"He's better than I am at drawing," says 
Dave. "Of course he wouldn't do it unless I gave 
him a percentage." 

WHAT ABOUT GIRLS? 

You may have noticed that all the teenage 
stars we've mentioned have been boys. Why? 
Will that change? We asked Eric Hammond. 
"When the video game first came out," he said, 
"there weren't that many girls playing. It was 
the guys who wanted to fly the fighter jets and 
destroy things. Most of the games were really 
aggressive." But when gamemakers began to 
design less violent programs, they began ap- 
pealing to more women, says Eric. "There are a 
lot of women capable of creating games." 

He cited Ann Westfall, coprogrammer of 
Electronic Arts' Archon, as an example. And 
the classic game Centipede was authored by a 
woman, Dona Bailey. 

"I think there may be an explosion of fe- 
male programmers." Hammond added. "And 
they may bring out different qualities in the 
games— making them less destructive and 
more constructive." 

GETTING THERE FROM HERE 

What can a young person living at home do 
to get into the commercial circuit? Tracey and 
Hunter started out by hanging around their 
local computer stores, running errands, and 
helping to demonstrate the computers to cus- 
tomers. Hunter submitted his first game to 
Sirius on a wing and a prayer. Same with Er- 
ic's first game. Marauder, which he sent to 
Sierra Inc. But before you go packing up your 
best efforts, Eric suggests, "Call or write to the 
company and tell them you have a great pro- 
gram. And have them send you a nondisclosure 
statement saying they won't copy it." Such 
agreements are common practice and protect 
both you and the software company if down the 
road there's a question about authorship. 

Contests like the one hosted by Atari can 
help you make a name for yourself, as Dave did 
with Typo Attack. Check your local computer 
store and computer magazines such as family 
computing for announcements of competitions. 

Michael and Jeff attend fairs like Applefest 
and trade shows like Softcon and Comdex. If 
you can get to them, trade shows are great 
places to exchange ideas and to meet designers 
and software company executives. If all else 
fails, you can do what Jeff Gold did. and start 
your own company. (But you'd better do some 
of the same hard work Jeff did, first.) 

As for needing to be especially gifted, Eric 
says, "What I do is so normal it's not even 
funny. When they say we're whiz kids it's not 
really true. If you just work long enough you'll 
understand programming. When people talk 
'wizards' I say 'Give me a break.' " rc 
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Life 
With a 
Computer: 

Solving 
the 

Puzzles 

NO COMPUTER WILL BRING YOUR FAMILY 
TOGETHER ALL BY ITSELF— YOU HAVE TO HELP 

BY GAIL HENDERSON 



•The Jensens and the Wy- 
mans are fictional compos- 
ites, based on interviews 
with families andfamily 
researchers. 



I he road to happiness with a computer 
isn't always smooth. New computer-owning 
families sometimes become frustrated — not 
only with the machine, but with each other. 
Some even end up so disillusioned that their 
computers wind up in the closet. But it doesn't 
have to be that way. Some very simple steps 
can turn a computer from a hassle into the 
boon everybody wanted it to be. 

Soon after Bob and Ann Jensen* bought a 
computer, their kids, Carolyn and her younger 
brother Danny, were not only squabbling over 
who got to use it first, but also over who was 
"smarter" at using it. After the kids went to bed 
and Bob finally had a chance to use the ma- 
chine, he was too tired to concentrate. When, 
on a Saturday afternoon. Ann headed for the 
computer intending to work out a household 
budget, she found Bob already settled in. 

"This computer has been real trouble." she 
complained to Bob one night. "We all know why 
we bought it. We were all going to learn how to 
run it together. We were going to computerize 
our family records. It was going to be fun. But 
so far it's been just awful. If we don't find better 
ways to live with the computer, I don't want 
one. So let's try." 



MOVING TOWARD 
AN ACCOMMODATION 

"You know, all this reminds me a little of 
when Carolyn came along," Bob said. "We 
thought we were ready, but we weren't. We 
hadn't really thought out where we were going 
to put all her stuff. We all had to change our 
ways of doing things. A computer's not a kid, 
but it seems to be making a few of the same 
demands, doesn't it?" 

Ann thought about it for a minute. "I see 
what you mean. For one thing, we put the 
computer in a really lousy place. That corner of 
the family room is just too noisy. Danny came 
in to practice his trombone when I was trying 
to make some sense out of BASIC the other 
day." 

"We've got to decide." Bob said. "If it's pri- 
marily a game machine, it's got to be in the 
family room near the TV. But then we can't use 
it when anyone's watching TV. And we'll keep 
tripping over the cords." 

Ann frowned. "It's not primarily for games. I 
vote we move it somewhere quiet, and spring 
for a green-screen monitor. We can bring the 
computer back into the family room any time 
we want." 
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They moved the computer work area to an 
alcove not far from the kitchen. It wasn't elabo- 
rate, but it was quite practical. Bob built a 
small, simple worktable. He measured it so 
that the top of the monitor would be just about 
at eye level — ideal for working comfortably. 

The Jensens keep their family's financial and 
medical records in a couple of kitchen drawers. 
Since the computer is now nearby, it's become 
easier for them to computerize their home- 
management tasks. Just around the corner 
from their new workstation they have a book- 
case, where the encyclopedia and dictionaries 
are kept. Now, the kids can do their homework 
using the computer, without having to haul 
reference books halfway across the house. 

To complete their workstation, the Jensens 
bought an "arm lamp" which clamps onto the 
side of their worktable. It can be moved to 
focus on papers near the computer without 
adding unwanted screen glare. 

LEARNING TO RELAX 

Ann was looking at the local junior college's 
continuing-education catalog one night when 
she noticed an introductory computer class 
listed. "Bob, it says here they've got a course on 
how to run your new computer and it also 
covers what you can do with it. Although we 
already know some of this, I feel like I still can 
use some help. The kids get computer classes 
at school, but what about us?" 

Bob looked at the listing. "From the sound of 
it, I think there'll be a roomful of people like us. 
How about if we try it?" 

As they sat in on the classes, the Jensens 
learned an important and unexpected lesson. 
They learned to relax around their computer. 
"We were uptight and worried about doing 
everything 'right,' " Bob said later. "Eventually, 
we began to tinker, dabble, and just play with 
the computer. We found that we learned the 
most when we weren't worrying about making 
mistakes. We really began to enjoy it." 

At their classes, the Jensens also found out 
about some new ways to use their computer. 
For example, Ann Jensen had always wanted to 
learn some music theory; she discovered there 
was some very sophisticated music software 
available for her computer. 

GETTING TIME ON THEIR SIDE 

The Jensens' busy schedules made dividing 
up computer time a very sore issue. They 
learned a good solution from their longtime 
friends, the Wymans, who had bought a com- 
puter nearly a year earlier. The Wymans had 
printed out a schedule and each family mem- 
ber got to choose blocks of time. Their system 
was flexible: Family members could trade time, 
or borrow against the following week's alloca- 
tion. But once everyone made their decisions 
for the week, they had to abide by them. Using 
the Wymans' technique, the Jensens started 
having fewer scheduling conflicts. 



But Bob and Ann had hoped the computer 
would bring them all together, and that still 
wasn't happening. What could be done? 

'FAMILY COMPUTER NIGHT' 

"Most of what we do on the computer, we do 
alone," Ann observed at dinner one evening. 
"Let's try a 'family computer night.' We'll only 
work on things we can do together." 

Danny was skeptical since he was protective 
of both his programming projects and his pri- 
vacy. "That won't be any fun," he said. 

"We'll see," said his mother. She borrowed an 
adventure game the family could play together. 
Bob brought home a light take-out dinner. For 
that evening, the computer came back into the 
family room. 

Each family member talked about the prob- 
lems they were having with the computer, 
turning to the others for suggestions on solv- 
ing them. 

"I don't like always having to go back to the 
manuals," Carolyn said. "They're always in my 
way. except when I need to find something, 
and then I can't." 

"How about if you make a list of all the things 
you use the most often?" Danny suggested. 
"Like if you always use the same bunch of com- 
mands, you can just get them by looking at the 
list. We can tape it to the wall." 

"We're not going to tape it to the wall," Bob 
said. "Ill put up a bulletin board." 

The Jensens also decided on a family project. 
They would learn Logo together. (For more in- 
formation on Logo, see family computing's new 
six-part series. "Learning Logo." which begins 
this month.) 

At the end of the evening, his mother asked 
Danny whether, just maybe, he'd had fun. 
"Well ... a little," he admitted shyly. 

Later. Bob told Ann he thought the family 
could go even further. "Were you watching 
Carolyn?" he asked his wife. "Every time Dan- 
ny showed off, did you see her wince? It's great 
he's learning all that stuff, but how can we 
convince him to share it?" 

Bob came up with another chart to hang 
beside the family schedule on the new bulletin 
board. It recorded new skills and completed 
projects, and it gave extra points for teaching 
the skill to others. Bob and Ann also made a 
point of learning from their children and 
thanking them for being willing to teach. Dan- 
ny was thrilled at the chance of teaching his 
father. It was a useful reminder that learning is 
a lifelong process. 

The Jensens learned a lot from all this — not 
only about computers, but about themselves. 
"We seem to have expected the new computer 
to bring us together without much effort on 
our part." Ann says. "But nothing automatical- 
ly brings a family together. You have to make it 
happen. You have to come up with ways to 
channel everyone's energy away from conflict, 
and into sharing and being productive." r<] 



EIGHT STEPS 
TO HAPPY 
COMPUTING: 

1. Put your computer in 
a sensible place. 

2. Create a comfortable 
workspace. 

3. Take a course. 

4. Post a schedule for 
each family member's 
computer use. 

5. Hold a 'family 
computer night.' 

6. Choose a family- 
learning project. 

7. Ask everyone in the 
family to teach each 
other. 

8. Relax. You won't 
break your computer. 



Freelance writer GAIL 

HENDERSON of 

Wonhington. Ohio, has 
taught the an of 
parenting and family 
communication, and is 
the author of 
Dimensions of Life: A 
Book About Self. Family 
and Work, a high school 
textbook. She's also led 
workshops on 
computing in the 
classroom. 
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BUYER'S GUIDE TO DISK DRIVES 



YOU WANT 
A DISK DRIVE. 
BUT WHICH 
ONE DO 
YOU 
WANT? 




You've decided to add a disk drive to your system. You 
want the convenience and speed that a drive offers, and 
you want access to the large amount of software written in 
disk format. But which drive do you buy? 

For most people, "disk drive" means a 5 ! /i-inch floppy 
disk drive — that's the standard for microcomputers. Don't 
be confused by other types of drives. Unless you have 
unusual needs, you won't need all the storage capacity a 
hard disk drive offers (nor will you want to spend the 
money). And there's not much software written in the Sc- 
inch format, so that type of disk drive won't do you much 
good unless you're a star programmer. 

When it comes to choosing, you can buy the computer 
manufacturer's own drive — an Apple drive for an Apple 
computer, say — or a drive from an independent "third- 
party" manufacturer. Often these third-party drives — 
made by companies such as Concorde, Indus, Micro Sys- 
tems Development, Percom, and Rana — are less expensive 
and faster, and can store more data than the computer 
manufacturer's drives. But, as with most buying deci- 
sions, there are pros and cons on each side. Third-party 
drives might not, for instance, run all the software written 
for a particular computer. In the end, your decision will 
have to be based on which factors are most important to 
you. 
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1. Service. Disk drives, being mechanical devices with 
lots of small, moving parts, have been known to break 
down. Thus, availability and cost of service are prime 
buying considerations. In this regard, manufacturers with 
more dealers and certified repair centers have a decided 
edge. It's easier to take the drive back to the store you 
bought it from, or another like it, than to send it back to 
the company. In general, computer manufacturers will 
have more outlets than third-party manufacturers, 
though they often charge you a hefty price for the service. 
On the other hand, some third-party manufacturers, such 
as Indus and Concorde, offer one-year warrantees, and 
will replace any defective drive at no charge. So, before you 
buy, check about the servicing arrangement. 

2. Software compatibility. A disk drive sold by a 
computer manufacturer can be expected to run all soft- 
ware written for that computer. You can't be so sure with a 
third-party drive. Unless otherwise noted in the following 
reviews, the drives we tested ran all the software we 
tried — but we didn't try it all. In most cases, third-party 
manufacturers indicate the percentage of software their 
drives will run. Be sure to check with the dealer or manu- 
facturer for compatibility before you buy. 

3. Storage capacity. The storage capacity of a disk 



drive — or the amount of data that can be saved on one 
disk — is measured in bytes (as is Random Access Memo- 
ry). The range is from about 130K (about 90 double- 
spaced typewritten pages) to more than 600K (about 350 
pages), depending on the type of drive. Floppy disk drives 
can store data on one or both sides of a disk, making them 
single-sided or double-sided, and they can store data in 
single-density or double-density formats (double-density 
disks store twice as much data as single-density ones). 
Single-sided, single-density disk drives store the least 
data, and double-sided, double-density drives store the 
most. But there are combinations in between, such as 
single-sided, double-density, etc. The manual will tell you 
what kind of disks to use. 

4. Speed. Disk drives are a lot faster than cassettes, 
but they can still seem slow sometimes. If you need to do a 
lot of "disk work," such as making backups or initializing 
new disks, speed is important. We have not noted speed in 
these reviews unless a drive is unusually slow or fast. In 
general, third-party disk drives are faster than the com- 
puter manufacturer's drives; at worst, they operate at the 
same speed. 

5. What's needed. Unlike cassette recorders, which 
require constant monitoring and manual adjustment, 
disk drives work primarily under computer control. This 
requires complex communication between the disk drive 
and the host computer, and depends on both the hard- 
ware and the software — a circuit called a disk drive con- 
troller and a program called a Disk Operating System, or 
DOS. 

Once you have the controller and the DOS. which usual- 
ly comes with the first disk drive but is sometimes sold 
separately, you can add a second drive without any addi- 
tional equipment. Thus, adding a second drive is almost 
always cheaper than the first drive. 

In most cases, you can "mix and match" drives off the 
same controller — coupling a computer manufacturer's 
drive with a third-party model. Some controllers allow you 
to run more than two drives at once, though this has little 
practical value. Adding drives allows you to store more 
data, but this method is not as efficient as adding a hard 
disk drive. 

Here's a rundown of the floppy disk drives available for 
Apple, Atari, Commodore, IBM, and Radio Shack micro- 
computers. There are more disk drives available for these 
computers than for other brands, such as Texas Instru- 
ment and Timex. 



APPLE 



Apple. Apple sells disk drives in several forms. The 
Apple Disk II (S429), a single drive, has been around a 
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long time and is a proven performer. It stores 143K. When 
it breaks down, as drives will, Apple offers quick service at 
one of its many dealers. Apple, in fact, is probably the best 
when it comes to disk-drive service. 

The Apple Duodisk ($729), a half-height dual drive, is 
similar to the Disk II, except for its sleek, stylized look. 
Beware: With any dual disk drive, if one drive breaks 
down, and you have to send out for repairs, you're out of 
disk drives. 

Finally, Apple makes a second drive for the Apple lie. 
(The lie comes with a built-in drive.) This second drive is 
external, sleek, and low. in keeping with the rest of the lie 
design. All Apple II drives store 143K (Macintosh drives 
store 400K). They are somewhat nondescript — but their 
redeeming quality is dependability. 

Concorde. Concorde Peripheral Systems makes two 
drives for the Apple. Both come with a full one-year war- 
ranty. The Concorde C-III single drive ($249) stores 163K, 
is completely software compatible with the Apple II plus 
and lie, and looks very much like an Apple drive. However, 
it's a little noisier than an Apple drive and requires the 
Concorde C-130 controller card ($89) to run the Apple 
ProDOS operating svstem, and thus assure full Apple com- 
patibility. 

The Concorde C-1214 dual disk drive is an alternative to 
Apple's Duodisk and has the same "half-height" configura- 
tion. Together, the two Concorde drives store 326K. This 
dual disk drive system comes with the C-130 controller 
card, which allows you to use up to four disk drives from a 
single slot in the Apple II. 

Indus. The Indus GT disk drive ($355) is software com- 
patible with the Apple II series and stores the same 143K. 
However, the Indus drive is sleeker and somewhat more 
attractive than an Apple drive, and significantly quieter. 
In addition, it comes with three pieces of free software — 
word-processing, spreadsheet, and data-base programs. 
These are not the best programs available, but they work. 
The Indus is the fastest drive for the Apple. 


Microsci. Microsci sells three disk drives for the Apple II 
line, all fully Apple-compatible. The A20 ($199) stores 
164K. The A80 ($469) stores 328K, and comes with sever- 
al utility programs. The A2 ($345), a direct replacement 
for the Apple Disk II, stores 143K and connects to the 
Apple or Microsci controller. 

Rana. Rana Systems has three different drives for the 
Apple II line (except for the lie), all of which offer more 
storage capacitv than Apple drives. The most economical, 
the Elite One ($349), stores 163K of data: the Elite Two 
($549) stores 326K: and the Elite Three ($649), an as- 
tounding 652K. That's a lot of storage on one disk — proba- 
bly a lot more than most people need. 

But Rana's most unusual product is the 8086/2. This is 
a dual disk drive that runs both Apple and MS-DOS soft- 
ware, effectively turning the Apple II into two computers. 
The drive, with its own microprocesor, is in fact a comput- 
er itself. The 8086/2 ($1,895) also comes with 256K RAM, 
expandable to 512K, which is enough to run some high- 
powered business programs. However, much IBM software 
must be slightly modified before it will run on the 8086/2. 
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Atari 1050. The Atari 1050 ($449), a new drive to 
replace the old Atari 810, stores 128K— a considerable 
improvement over the 810's 88K storage capacity. The 
1050 can be used with either Atari DOS 2.0 or DOS 3.0. 
The latter comes bundled with the drive. Unfortunately, 
the 1050 drive is no more reliable than the old Atari drive, 
and many users look elsewhere. 

Concorde. Concorde's C-221M disk drive is designed 
for Atari users who want extra storage capability at a good 
price. The C-221M master drive ($369) allows for 176K 
storage, significantly more than the Atari 1050s 128K. In 
addition, up to three "slave" drives may be connected to 
the master drive. These slave drives, at $269. are priced 
considerably lower than the Concorde master drive, or 
other Atari-compatible drives. 

Indus. The Indus GT drive for the Atari ($485) stores up 
to 188K, and will run programs written for Atari's 88K 
810 drive. Indus uses the same attractive design for this 
Atari drive as for its Apple drive, and again offers three 
free software packages — word-processing, spreadsheet, 
and data-base programs. The GT drive has LED displays 
on the front that tell you what track of the disk you are 
accessing, and a "write-protect" button, which prevents 
you from erasing data on the disk. The GT is very quiet. 

Percom. Percom's AT88S1PD drive can store up to 
176K. It costs $419. and comes equipped with a parallel 
printer port. If you have a printer in mind that will use 
this port, then the higher price may be worth It 

Rana. The Rana 1000 ($449) can also read disks writ- 
ten for the Atari 810 and 1050 drives. It can store up to 
180K. Like the Indus GT, the Rana 1000 has an LED 
control panel on the front, which includes the "write- 
protect" feature. 

Trak. Trak Microcomputer Corp. has three floppy disk 
drives that are compatible with all Atari computers and all 
software that runs on Atari computers. The AT-D4 ($649) 
is a double-sided, double-density drive, with storage ca- 
pacity of 352K. This drive sports the same features as the 
Trak AT-D2 ($499), such as a built-in parallel printer port, 
and various light indicators on the front panel. Another 
drive, the AT-S2, is designed to be used in conjunction 
with the AT-D4 for those who need mass storage capabili- 
ty. The two drives together can store over 700K. 
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PROS AND CONS OF 
THIRD-PARTY DISK DRIVES 

PROS CONS 

Often faster May not run all software 
Often store more data written for a particular 
Often have extra features computer 

Often less expensive May be harder to service 
Often more reliable 


ADDRESSES OF THIRD-PARTY 
DISK DRIVE MANUFACTURERS 

Concorde Peripheral MSD Systems 
Systems Inc. 10031 Monroe Drive 
23 152 Verdugo Drive Suite 206 
Laguna Hills." CA 92653 Dallas. TX 75229 
(714) 859-2850 (800) 527-5285 

Indus Systems Percom Data Corporation 

9304 Deering Ave. 1 1220 Pagemill Road 
Chatsworth. CA 9131 1 Dallas. TX 75243 
(800) 334-6387 (800) 527- 1 222 

Microsci Corp. Rana Systems 

2158 S. Hathaway St. 21300 Superior St. 
Santa Ana. CA 92705 Chatsworth. CA 9131 1 
(714) 241-5600 (818) 709-5484 

Trak Microcomputer Corp. 

1511 Ogden Ave. 
Downers Grove, IL 60515 
(800) 323-4853 


Commodore 1541. The Commodore 1541, while one of 
the least expensive drives around (approximately $279), 
and one that offers plenty of storage (174K), also has a 
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reputation for frequent breakdowns. Commodore will re- 
place a defective drive, but you must pay $85 if the 90-day 
warranty has expired. And you must wait at least three 
weeks for shipping to Commodore and back. Beyond this, 
the 1541 is painfully slow — in some cases four times slow- 
er when loading programs than other drives. 

Concorde. The new Concorde C-321P disk drive plugs 
into the expansion port on the Commodore 64, unlike the 
1541, which plugs into the serial port and transfers data 
more slowly. The high-speed data transfer is especially 
helpful when using word-processing and spreadsheet pro- 
grams — or any time you need to access a disk frequently. 

MSD Systems. The Super Disk Drives from MSD offer 
some attractive features, though they are considerably 
more expensive than Commodore's 1541. The SD1 ($399) 
is a single drive that stores 174K and the SD2 ($699) is a 
dual drive, with each drive storing 350K. Both the SD1 
and SD2 connect to the standard serial port on the Com- 
modore 64 or VIC-20, and run most — about 95 percent — 
of the Commodore software. 

The main advantage of these drives is that they can also 
connect to the Commodore expansion port with an IEEE 
parallel interface, allowing much faster transfer of data. 
For example, while a Commodore 1541 drive takes about 
90 seconds to format a disk, the Super Disk Drive can do 
it in 17 seconds. However, the IEEE interface is not in- 
cluded in the purchase price, and using it reduces soft- 
ware compatibility considerably. More than half of the 
programs for the Commodore won't run with the IEEE 
interface, making it more a tool for programmers than for 
those who want to buy commercial software. Both MSD 
and Batteries Included, a hardware/software company from 
Toronto, Canada, sell IEEE interfaces for the Commodore 
64 and VIC- 20. 



IBM. IBM sells two kinds of disk drives. For the IBM PC. 
it offers internal drives that store 180K ($289) or 360K 
($425); for the PCjr, only the 360K drive ($480) is avail- 
able. These drives are built into the computers and are not 
external. After the 90-day warranty expires, servicing de- 
pends on the type of agreement you've made with your 
dealer. 

Rana. The Rana 2000 drive ($399) is also a double- 
sided drive that stores 360K. and it's made to mount 
inside the IBM PC housing. It's much quieter than the 
IBM drive, and runs both MS-DOS 1.1 and MS-DOS 2.0. 
The Rana 2.5 is an external disk drive that stores an 
incredible 2.5 megabytes on a single disk— that's 2500K. 
The drive comes with five disks; additional disks cost $79 
for a box of five. The Rana 2.5 ($1,550) runs PC-DOS 2.0. 
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Radio Shack/Tandy Corp. Radio Shack's TRS-80 
Model 4 is sold in three versions; a 16K model, without 
disk drives ($799); a 64K model with one disk drive 
($1,099); and a 64K version with two disk drives and an 
RS-232C serial interface ($1,299). The disk drives are 
installed at a Radio Shack service center. They are built 
into the Model 4 housing, and store 184K of data. A third 
disk drive (external) costs $319; a fourth costs $279. 

Color Computer owners can also add one or two disk 
drives. The first costs $399. and the second. $279. These 
drives, which store 156K, require Extended BASIC. Com- 
plaints about Radio Shack drives are virtually nonexis- 
tent, a testament to their reliability. 

Third-party manufacturers. As with the IBM PC. 
which uses internal disk drives, it's possible to buy disk 
drives for the TRS-80 Model 4 through mail-order houses. 
Disk drives from companies with established reputations, 
such as Tandon, Siemens, Teac, and Shugart, are avail- 



DIARY OF AN 
EX-CASSETTE USER 

To disk, or not to disk? This question, I'm sure, is 
foremost in the minds of practically all tape users each 
time a long taped program is being loaded. And the ques- 
tion looms even larger each time a no-load occurs. I use a 
data-base management system in my business, and as my 
customer file has grown, the load and save times have 
been increased accordingly. 

But, I'm rather conservative, and can rationalize very 
easily. "I'm up to a 25-minute load, so what?" I just get to 
the office a few minutes early, start the old tape machine 
running, and go ahead with my early morning activities. 
No problem at all — unless there's a problem with the load. 
Sound familiar? Even this I can live with. So it takes an 
hour to get on-line. I'm in no hurry anyway. Or am I? 

The phone rings and now I need some information from 
the system and I'm still looking at black-and-white squig- 
gly lines on the screen. I tell myself that this isn't such a 
big deal. I tell the customer that the computer doesn't 
come on-line until 9 a.m. and that I'll return the call in 
just a few minutes. This sounds impressive and is a good 
stall. All the while, I'm hoping that the second load at- 
tempt will be successful. I'm also thinking about the speed 
with which a disk drive could provide the information. 

That was the old days. To make a long story short, I 
ended up getting a disk drive. I am not capable of describ- 
ing the pleasure and pride of owning and operating the 
system I now have. The 25-minute load time for my data- 
base management system was reduced to about 20 sec- 
onds. A box of taped programs now lies in the corner of my 
office, banished to obscurity as each tape has been loaded 
into the computer in "X" minutes and SAVEd to disk in "X" 
seconds. The utility of my system grows each day as I 
incorporate programs not previously used. I've entered a 
whole new world. 

By the way, I own a Timex Sinclair 1000, with 48K RAM. 
I bought a disk drive and FDZX interface from Aerco 
Manufacturing. —jack Roberts 

able, often at prices well below Radio Shack's. The prob- 
lem is that you must assemble them — put a "bare" drive 
into its casing, then put the casing inside the computer. If 
you're up for this kind of work, then you can save some 
money. 

Here's a list of mail-order houses that offer disk drives 
for Radio Shack computers: 

Texas Computer Systems. P.O. Box 1327. Arlington, TX 
76004; (800) 433-5184; Software Support Inc.. One Edgell 
Road, Framingham.-MA 01701; (617) 872-9090; Micro 
Data Supplies, 22295 Euclid Ave.. Euclid, OH 44117; 
(800) 321-3552; in Ohio, (216) 481-4993; Displayed Vid- 
eo, 886 Ecorse Road. Ypsilanti. MI 48197; (313) 426-5086. 



Tl and TIMEX 



Disk drives for the TI-99/4A are not exactly easy to come 
by, now that the computer is no longer manufactured. But 
Triton Products Co.. which has taken over the marketing 
of TI products, offers a Mini Peripheral Expansion System 
from Myarc. Inc., in its catalog. This S595 system, which 
connects directly to the TI-99/4A. includes a disk drive. 
32K RAM expansion, and serial and parallel ports. Up to 
four disk drives may be attached to the system. For infor- 
mation, contact Triton Products Co.. P.O. Box 8123, San 
Francisco. CA 94128; (800) 227-6900. 

For the Timex 1000, 1500. and 2068 computers, the 
disk-drive vendor recommended most often is Aerco, P.O. 
Box 18093, Austin, TX 78760; (512) 451-5874. Its drives, 
with interfaces, cost approximately S500. 

— LOUIS WALLACE 
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Modern times have create 



We've cleverly disguised them as funny 
creatures from a computer game. But 
underneath the funny exterior is one of the 
most serious approaches to home education 
you've ever heard of. 
INTRODUCING SPROUT™ SOFTWARE . 
GAMES THAT TEACH. 

Your kid's new teachers are called Tink 
and Tonk. They come from Sprout. Software 
for kids 4 to 8. 

The beauty of Sprout software is how 

DNK'TONK! characters 6 1983 TINK TONK. Inc Al rights reserved TINKJTONK 1 is a trademark of TINK T 



entertainment is balanced with a healthy 
dose of education. 

While kids are having fun at home, 
they're actually reinforcing what they've 
learned at school. Things like the alphabet, 
spelling, vocabulary, counting, adding, and 
pattern recognition. 

You'll also like how Sprout prevents bore- 
dom. Our games grow up, instead of wear 
out. As kids get older, the game adjusts and 
gets harder Because there are many 
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d a new breed of teachers. 



variations and many decisions to make. 

Knowing how to do all this 
isn't something Sprout learned 
overnight. 

You see, we've got a 
hundred years of experience to 
lean on. (Our parent company 
is SFN, the country's #1 text- 
book publisher for elemen- 
tary and high schools.) 

We've also got the expe- 




rience of Mercer Mayer, who has written or 
illustrated 80 children's books. He dazzles 
kids with ideas and pictures that keep them 
coming back for more. 

With TINKITONK!™ software, kids see 
that learning can be more fun than destroy- 
ing space creatures. 
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Games that grow up. Instead of wear out. 



Compatible with Atari*. Commodofe*. Apple", and IBM * 



Right 

Simulator n 




Put yourself in the pilot's seat of a Piper 181 Cherokee Archer for an awe-inspiring flight over realistic scene 
from New York to Los Angeles. High speed color-filled 3D graphics will give you a beautiful panoramic vie 
as you practice takeoff s, landings, and aerobatics. Complete documentation will get you airborne quickly 
even if you've never flown before. When you think y o u ' re ready , you can play the World War I Ace aerial battle 
game. Flight Simulator II features include ■ animated color 3D graphics ■ day, dusk, and night flying model 
■ over 80 airports in four scenery areas: New York, Chicago, Los Angeles, Seattle, with additional scenery 
areas available ■ user-variable weather, from clear blue skies to grey cloudy conditions ■ complete flight 
instrumentation ■ VOR, ILS, ADF, and DME radio equipped ■ navigation facilities and course plotting ■ World 
War I Ace aerial battle game ■ complete information manual and flight handbook. 



See your dealer . . . 

or for direct orders enclose $49.95 plus S2.00 for shipping and specify UPS 
or first class mail delivery. American Express, Diner's Club, MasterCard, and 
Visa accepted. 

Order Line: 800 / 637-4983 



QifeLOGIC 

Corporation 

713 Edgebrook Drive 
Champaign IL 61820 

(217) 359-8482 Telex: 206995 
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HOW TO TYPE IN PROGRAMS 

START BY TYPING IN PUBLISHED PROGRAMS. 
YOU'LL SOON BE ON THE WAY TO 
CREATING YOUR OWN. 



BY JOHN JAINSCHIGC 





Learning to program doesn't have to be a chore — if you 
go about it with imagination, it can be downright enter- 
taining. This month we explain what you need to know 
to type a program into your computer and get it to work. 
In future months, "Byte-Size BASIC" will teach you pro- 
gramming the easy way: with short, fun programs to 
type in and enjoy — and learn from! 

BASIC is a very simple and straightforward program- 
ming language. It's easy to learn because its small vocab- 
ulary consists mostly of Englishlike expressions. It's well 
suited to beginning programmers because it works in an 
interactive way that makes it easy to experiment with 
and to correct mistakes. 

Still, a complicated-looking BASIC program can look 
intimidating— although typing it into your computer and 
making it work can be easy and enjoyable. By under- 
standing a little about how BASIC works and knowing 
the ground rules for correcting typing errors, you'll avoid 
the pitfalls beginners fear most. Here's a step-by-step 
guide: 

john jainschigg is family computing s technical editor. 



1 • Find a program that will run on your com- 
puter. Not all BASICs are the same. The BASIC language 
that comes with your microcomputer is designed to work 
only with that brand of system and is different from oth- 
ers. Don't jump in head first! Unless you understand the 
differences between various versions of BASIC, be sure to 
choose only programs written to run on your machine. 

Many micros come with beginners' versions of BASIC 
built in, although they sometimes also have other dia- 
lects available for more advanced programming. (See 
Chart No. J.) If you don't have TI Extended BASIC, for 
example, youll only be able to run programs written in 
the version that comes built into all TIs. 

Finally, rriake sure you have any additional equipment 
that's required for a particular program: extra memory, 
joysticks, disk drive, printer, etc. Read the introductory 
notes and headline above the program carefully for this 
information. If there's no mention of what language or 
peripherals are required, chances are that the program 
will run on any computer of that brand. 



2. 
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Get the machine ready. The next step is to 
=Q 




Number One Warranty, 

Epson printers last longer. So we back them longer. 



Every Epson printer sold in the U.S. is 
backed for one full year on parts and 
labor. That's four times longer than 
the "average" printer warranty. 

That's also why we call it the 
Number One Warranty. 
Taking care of No. 1. 
Epson makes the best-selling print- 
ers for personal computers in the 
world. Part of the reason is a reliabil- 
ity rate approaching 100%, and still 
climbing. 

And in the unlikely event that 



you ever do need service, it is com- 
forting to know that there are more 
than a thousand Epson Service Cen- 
ters from coast to coast. 

It's also comforting to know that 
the most you can pay for in the first 
year are ribbons and paper. 
Why are we so generous? 
Every single Epson component must 
meet rigid quality control standards 
before assembly. And every finished 
printer is extensively tested before it 
leaves the factory. 



So frankly, we don't anticipate 
you'll have any trouble. 
A logical conclusion. 
If you want a printer that works and 
keeps on working, year after year 
after year, you want an Epson. 



Number one. And built like it. 

EPSON 

EPSON AMERICA, INC. 



2780 Lomita Boulevard. Torrance. CA 90505 • Call (800) 421-5426 for the Epson dealer in your area. In California call (213) 539-9140. 

EPSON is a registered trademark of Epson Corporation. 
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make sure BASIC is ready to go. Check that everything is 
connected correctly (and plugged in!). Then turn on your 
TV or monitor, your other peripherals, and finally, your 
computer. Check Chart No. 1 for details on how to start 
up the version of BASIC you want, or have, on your ma- 
chine. You should see an introductory message on the 
screen and a "prompt" (the word ready or ok, or some 
special symbol like » or ), that tells you the computer is 
waiting for you to type something in). 

3« Make yourself comfortable. Now you're in 
BASIC, but you're not quite ready to start typing yet. Be- 
fore you begin typing in a long program, its wise to 
spend a few moments getting comfortable in front of the 
keyboard. Make sure that your chair provides proper 
support for good typing posture. Check that your TV or 
monitor is tuned for maximum clarity, and place it at a 
comfortable viewing angle and where it is free of glare. 
Take a look at the printed page you intend to type from. 
Is there enough light to read the program listing easily? 



Do you want to prop the page against something or let it 
lie flat? Remember, a little time spent getting comfort- 
able can save you backaches and eyestrain later on! (For 
more information on ergonomics, see "How People and 
Machines Can Work in Harmony/' in the November and 
December 1983 issues of family computing.) 

4k Explore the keyboard. Your computer key- 
board is set up to resemble a typewriter s, but there are 
several differences, many of which are specific to one 
brand of computer or another. 

Part of the computer keyboard's function is typewriter- 
like: When you press a key, the corresponding letter, 
number, punctuation mark, or special symbol appears 
on the screen. Most computers also have keys for special 
functions: to produce graphics characters, to invert char- 
acters (switching to light-on-dark or dark-on-light), to 
clear the screen, etc. Computer keyboards manage to be 
very versatile by adding extra keys and by giving addi- 
tional functions to normal keys. 



chart i HOW TO GET YOUR COMPUTER INTO BASIC 



VERSION 

COMPUTER OF BASIC FORM HOW TO ACTIVATE 



ADAM 


SmartBASIC 


Loaded from digital 
data pack 


Turn on system: insert SmartBASIC digital data pack in 
left drive: press button marked RESET COMPUTER. 
BASIC will load automatically. 


Apple II series 


Applesoft BASIC" 


Built In (ROM) 


Cassette systems: Turn on computer. Disk systems: 
Place DOS-formatted disk bearing hello file in Drive 1. 
Turn on computer. 


Atari Home Computers 


Atari BASIC 


400 & 800 cartridge: 
600XL. 800XL built in (ROM) 


400 & 800. prepare by inserting BASIC cartridge in 
center or left-hand cartridge slot, respectively. Then, for 
all models, proceed as follows: Cassette systems: turn 
on computer. Disk systems: turn on disk drive(s). Place 
Master or other disk with DOS in Drive 1. Turn on 
computer. 


Commodore 64 


C 64 BASIC 


Built in (ROM) 


Turn on computer. 


IBM PC 


Cassette BASIC 


Built in (ROM) 


Turn on computer. 




Disk BASIC 


Loaded from disk 


Place DOS disk in Drive A: turn on computer: wait until 
self-check completed: at a> prompt, type basic and 
press RETURN. 




Advanced BASIC 


Loaded from disk 


As above, but enter basica at a> prompt. 


IBM PC/r 


Cassette BASIC 


Built in (ROM) 


Turn on computer. 




Cartridge BASIC 


Cartridge 


Cassette systems: Place cartridge in either cartridge 
port; turn on computer. Disk systems: Place cartridge 
in either cartridge port: place DOS disk in drive: 
continue as above for IBM PC Disk BASIC. 


Texas Instruments 99/4A 


TI BASIC 


Built in (ROM) 


Turn on computer: press any key for menu: select ti 
basic at prompt. 




TI Extended BASIC 


Cartridge 


As above, but select ti extended basic at prompt. 


Timex Sinclair 1000 & 1500 


Sinclair BASIC 


Built in (ROM) 


Turn on computer. 


TRS-80 Color 
Computer 


Color BASIC 


Built in (ROM) in 
entry-level machine 


Turn on computer. 




Extended Color BASIC 


Built in (ROM); chip 
replaces Color BASIC 


Turn on computer. 




Disk Extended Color BASIC 


Built into disk-interface 
cartridge; Extended Color 
BASIC must be installed in 
computer 


Turn on disk drive: turn on computer. 


TRS.80 Models III & 4 


Radio Shack Model III BASIC 


Built in (ROM) 


Cassette systems: turn on computer. 

Disk systems: turn on computer. Hold down BREAK key 

and press RESET. Press ENTER at the CASS? prompt. 




Disk BASIC 


Loaded from disk 


Turn on computer. Place Model III DOS disk in Drive 0. 
Press RESET. Answer the date and time prompts. When 
the dos prompt appears, type basic and press ENTER. 
Answer each of the prompts: memory size? and how many 
files? by pressing ENTER. 




BASIC 01.00.00 (Model 4) 


Loaded from disk 


BASIC 01.00.00 (Model 4 disk svstems only): As above 
for loading Disk BASIC, but use a Model 4 DOS disk. 


VIC-20 


CBM BASIC 


Built in (ROM) 


Turn on computer. 



'Integer BASIC was supplied with the original Apple Us and can be loaded from disk into II pluses that have a language card and all lies and Iks. 
Cassette BASIC can be used on disk systems by pressing RESET (on lies and lies you have to hold down the CONTROL key at the same time) after 
I turning on the computer. 

y - ' — =^ 
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. fUN WITH SPEECH 64! 






Soee 



SPEECH 64 for the C64 computer is ready to 
talk immediately on power-up, has an infinite 
vocabulary and extra BASIC commands. Retailing 
at only $49.95, SPEECH 64 s advanced 
features will give you, your family and friends 
lots more fun with your computer! Its sister unit 
/xSPEECH — for the Sinclair Spectrum — is a 
smash hit in the GK and has been awarded the 
British CTA 'Product of the Year' accolade. 

SPEECH 64 is easy to use! It needs no 
software to be loaded, it does not steal RAM 
from the BASIC operating system, or stop 
arcade style action. 

With extended BASIC commands like SAY and 
its Text to Speech facility SPEECH 64 can 
be programmed in plain English, just like this: 
SAY 'to say anything you want" 



You can choose from two different voices, each 
with programmable intonation, and other 
commands control the voicing of keys as they 
are pressed — a useful educational aid for 
young children. 

Watch out for SPEECH 64 in your local 
computer store — or contact us directly for a 
list of retailers. 



y u /a 



IHj 



Computor Components Ltd 

Floor 15, 50 Milk Street, Boston MA 02109 
Telex: 951 1311 HQBSN 



Currah Computor Components Ltd. Registered No 1555490 England GK Address: Graytborp Industrial Estate. Hartlepool GK Telephone: 44-429-72996 Telex 58127 CGRRAH G 
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Take some time to try out the more unusual-looking 
keys on your keyboard. Your manual will explain any 
keys you can't figure out yourself. And feel free to press 
any key or combination of keys; nothing you type can 
hurt your computer! 

(If you own a Timex Sinclair computer, you know that 
you can use just one key to type a whole command at 
once. The Timex manuals contain full instructions for 
using this highly efficient keyboard.) 

As you type, you'll notice that the cursor (that special 
marker the computer display uses to show your typing 
position) moves to the right, leaving letters in its wake. 
But when your cursor reaches the right-hand margin, 
you'll see something unusual. Unlike a typewriter's car- 
riage, which merely rings a bell and eventually refuses to 
advance, the computer's cursor proceeds to the begin- 
ning of the next screen line and continues on its way. 
The computer doesn't recognize its own margins the way 
a typewriter does. 

To start a new line, you must press your RETURN key. 
(See Chart No. 2 to find the corresponding key for your 
machine.) This also tells the computer that you've 
reached the end of a command or of a program line — re- 
gardless of how many actual lines it filled on the comput- 
er's screen — and that you want it to do something. If 
you've been typing gibberish, the response you'll most 
likely get will be syntax error or a similar message. Don't 
worry; that just means the computer didn't understand 
your command. 

5* Clear the computer's memory. Before you 
start typing in an actual program, you'll want to get rid 
of any random typing you've done while experimenting. 
Type new and press your RETURN key. This tells the 
computer to forget everything you've typed in previously 
and start with a clean slate. 

6. Type in your program, line by line. Now 

let's do some real programming. Starting with your cur- 
sor at the left margin (if it's not already there, press 
RETURN to get it there), type in your program, pressing 
RETURN at the end of each numbered line. Or try this 
little program, which will work on any personal computer 
and in any BASIC: 

10 PRINT "WELCOME. I AM HERE TO SERVE YOU IN ANY WAY I 
CAN." 

If the letters appear in lowercase, refer to Chart No. 2 
under the heading "This Is Your SHIFT LOCK Key" and 
set your computer for all capital letters; then retype the 
line. Some BASICs don't understand lowercase letters ex- 
cept in special situations. As a general rule, unless you 
need to use lowercase letters for some specific purpose, 
do all your work in BASIC in uppercase only. 

If you make a mistake before pressing RETURN, you 
can use the BACKSPACE key (check Chart No. 2Jor the 
right key on your machine) to move the cursor back to 
the point of the error, type over the mistake, and type in 
the rest of the line once more. (On Apple computers the 
letters don't disappear from the screen as you BACK- 
SPACE over them. You have to correct the error and re- 
type the rest of the line anyway.) If any characters left 
over from the mistake remain on the right side of the 
cursor after you've reached the end of the line, use the 
space bar to move the cursor over them and wipe them 
out. Then move the cursor back to the end of your line — 
us:ng your BACKSPACE key— before pressing RETURN. 

You may not notice a mistake until ajter you've pressed 
RETURN — or your computer may beep at you and com- 
plain that there's something wrong with the line you just 
[entered. In that case, just retype the entire line and press 
RETURN. 



CHART 2 



COMPUTER 



SOME 



THIS IS YOUR 
RETURN KEY: 



THIS IS YOUR 
DELETE KEY: 



ADAM 



RETURN 



Apple II series 



RETURN 



Atari Home Computers 



RETURN 



DEL/BACK S 



Commodore 64 



RETURN 



INST/DEL 



IBM PC 



DEL 



IBM PCjr 



ENTER 



DEL 



Texas Instruments 99 4A ENTER 



Press FCTN and M S" 
keys simultaneously 



Timex Sinclair 1000 & 
1500 



ENTER 



SHIFT- DELETE 
Press SHIFT and 
numeral 0 
simultaneously 



TRS-80 Color Computer 



ENTER 



TRS-80 Model III 



TRS-80 Model 4 



ENTER 



VIC20 

N/A Not Applicable 



RETURN 



INST/DEL 



What you've just entered is a BASIC program line. The 
number 10 at the front of the line tells the computer that 
this line may be part of a larger program, so it shouldn't 
do anything right now but store the line away in its 
memory. If you enter more lines beginning with different 
numbers, the numbers will tell the computer the order in 
which you want it to perform your instructions. 

T« Check your typing. Computers are very partic- 
ular; every space and punctuation mark should be exact- 
ly as it appears in the printed listing. To make sure that 
you've entered the program correctly, type list and press 
RETURN, list tells the computer to show you all of your 
program. But with longer programs, this may result in 
the listing disappearing off the top of the screen before 
you can read it. In such a case, you can ask the comput- 
er to show you only certain lines, or you can make the 
computer pause or slow down (see "How to List a Range 
oj Lines" and "How to Make a Listing Pause" in Chart 
No. 2). 

Check each program line carefully. If you find an error, 
retype the entire numbered line and press RETURN: the 
computer will automatically replace your original version 
of that line with the new one. 

8» Save the program. Some program errors can 
cause your computer to "lock up" so completely that the 
only escape is to reset the computer, losing everything 
you've typed in so far. To guard against this— or to pre- 
serve your program for later use— you might want to 
make a permanent record of your program on tape or 
disk. See Chart No. 2 for instructions on how to save a 
program and load it back in. 

' - =Q 
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SPECIAL KEYS AND COMMANDS 

Enter the commands below, substituting your 
own file names or parameters, and press RETURN or ENTER. 
HOW TO HOW TO HOW TO LIST A 

THIS IS YOUR HOW TO MAKE A HOW TO STOP A LOAD TO SAVE LOAD TO SAVE RANGE OF LINES 

SHIFT LOCK KEY: LISTING PAUSE RUNNING PROGRAM FROM CASSETTE FROM DISK (e.g., 10 to 100) 

LOCK CONTROL-S (To pause/ CONTROL-C load FILENAME N A list to- too 
resume) save filename 

CAPS LOCK CONTROL-S (To pause/ CONTROL-C (All cload filename load filename list io-ioo 

resume) models) csave filename save filename or list io. 100 



CONTROL-RESET 
(He. lie) 

RESET (II plus) 



SHIFT- 
CAPS LOWR 


CTRL- 1 (To pause/ 
resume) 


BREAK 


CLOAO Or LOAD C: 
FILENAME" 
CSAVE Or SAVE "C: 
FILENAME" 


LOAD "DFILENAME" 
SAVE "DFILENAME" 


LIST 10.100 


COMMODORE 
KEY 


CTRL (Press to slow 
listing: release to resume) 


RUN STOP or RUN 
STOP-RESTORE 


LOAD "FILENAME" 
SAVE "FILENAME* 


LOAD "FILENAME'S 
SAVE "FILENAME'S 


LIST 10-100 


CAPS LOCK 


CTRL-NUM LOCK (To 
pause) 

CTRL-SCROLL LOCK 
(To resume) 


CTRL-SCROLL 
LOCK 


CLOAD "FILENAME" 
CSAVE "FILENAME" 


LOAD "FILENAME" 
SAVE "FILENAME" 


LIST 10-100 


CAPS LOCK 


FN-PAUSE (To pause: 
any key to resume) 


FX-BREAK 


CLOAD "FILENAME" 
CSAVE "FILENAME" 


LOAD "FILENAME- 
SAVE "FILENAME" 


LIST 10-100 



ALPHA LOCK N/A FCTN-CLEAR oldcsi old dski filename list io-ioo 

("4" key) savecsi save dski. filename 



(Uppercase only) 


Listing pauses 
automatically when 
screen is full 


SPACE 


LOAD "FILENAME" 
SAVE "FILENAME" 


N/A 


LIST 10 

(Line 10 becomes line 
displayed at top of 
screen) 


SHIFT-0 
(Lowercase 
appears as 
inverse) 


SHIFT-fa (To pause: 
press any key to 
resume) 


BREAK 


CLOAD "FILENAME" 
CSAVE "FILENAME" 


LOAD "FILENAME" 
SAVE "FILENAME ' 


LIST 10-100 


SHIFT-0 


SHIFTS (To pause: 
any key to resume) 


BREAK 


CLOAD "FILENAME" 
CSAVE "FILENAME- 


LOAD "FILENAME- 
SAVE "FILENAME- 


LIST 10-100 


CAPS 












COMMODORE 
KEY 


CTRL (Press to slow 
listing: release to 
resume) 


RUN STOP or 
RUN STOP- 
RESTORE 


LOAD "FILENAME- 
SAVE FILENAME" 


LOAD "FILENAME'S 
SAVE "FILENAME'S 


LIST 10-100 



Grolier helps your computer 
become a friend of the family. 



Grolier interactive software gets your computer involved with everyday 
activities. And with everyone in the house. 

Grolier software teaches by itself. Computers become second nature 
as you're guided along on exciting adventures. 

Grolier EASY GRAPH™makes it clear just what computer graphing can do 
for every member of your family. Just type in simple words and numbers. 
Easy Graph produces bar- and pie-charts as well as colorful pictographs 
using a variety of icon options. 

Grolier FRIENDLY FILER™ does what computers are most famous for. 
itores large amounts of information, and easily breaks it out according to 
virtually any characteristic you choose. Friendly Filer is fully prompted 
and with no commands to memorize. 

Grolier TREASURE HUNTER™takes the whole family on an 
educational treasure-finding adventure with help from the 
Explorers and Discovery book, included with the software. 

SECRETS OF SCIENCE ISLAND™guides you on a race 
against time to build a shelter before a hurricane strikes. 
The Science Facts You Won't Believe book is included to help 
answer the challenging questions necessary for achieving your goals. 

Learn with Grolier family software. It's friendly enough for 
every member of the household. 
And useful enough so your computer can finally become a family friend 




Software that teaches the whole family. 
GROLIER ELECTRONIC PUBLISHING 

SHERMAN TURNPIKE, DANBURY, CONNECTICUT 06816 • (800) 243-7256 



For the Apple li™ famity and 
coming soon Commodore 64 1 
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9. Run the program. When you're satisfied that 
your program is correct, type run and press RETURN. If 
you're lucky, it'll do exactly what it's supposed to do! 
(Our little program above should print welcome, i am 
here to serve you in any way I can. on your screen.) 

1 0« "Debug" the program. If the program 
worked, congratulations! But generally speaking, any 
substantial program you type in won't work on the first 
go around. If your program contains "bugs" (errors), one 
of three things may happen. 

problem: The program may run but not do what it's 
supposed to do. Graphics may be misshapen, for exam- 
ple, or the program may print nonsense on the screen. 

solution: list the program and double-check each line 
carefully. If you find an error, the easiest thing to do at 
this stage is to type the whole of the line that contains 
the error into the computer again and press RETURN. 

(Most computers offer much more efficient means of 
correcting typographical mistakes than retyping an en- 
tire line. Advanced editing functions are generally system 
specific, though, and mastery of them can be delayed un- 
til you are more familiar with the keyboard. Consult your 
manuals for further information.) 

problem: The program may stop and print an error 
message on the screen like syntax error in 10 or bad value 
in 550. (At this point Radio Shack computers may auto- 
matically go into a special editing mode: They'll display 
the line number at the left margin. Unless you've learned 
the special TRS-80 editing commands, press RETURN.) 

solution: Type list followed by the specified line num- 
ber and press RETURN. Check the line very carefully and 
enter it again if necessary. If it looks correct — and the er- 
ror message was something other than syntax error — 



then the error is elsewhere in the program; you must 
double-check every line, unless you understand program- 
ming well enough to interpret the error message. (Exam- 
ple: if you get an out of data in line 360, the error may not 
be in line 360 but rather in a data statement.) If you have 
a printer, printing out a copy of the program can very of- 
ten help you find errors (see your computer's manual). 

problem: The program runs and runs and won't stop. 

solution: See "How to Stop a Running Program" in 
Chart No. 2. Once you've stopped the program, double- 
check each line and correct as necessary. 

When you've found and corrected all the typing errors 
in your program, save the final version and try typing 
run (and pressing RETURN) again. If the program still 
doesn't work as it's expected to, you may have missed 
something. Chances are that one or two rounds of error 
checking will fix all but the most recalcitrant problems. 
As you learn more and more about the way BASIC works, 
you will quickly become able to anticipate likely places 
where errors can occur. (A tip: Start by checking data 
statements and other tricky typing; then look for missing 
lines and for zeros where letter "0"s should be, and vice 
versa. ) 

1 1 • Have some fun! After you've enjoyed the pro- 
gram, feel free to experiment with changes. You can cus- 
tomize most programs to work just the way you want 
(slower, faster, different words on the screen, etc.). The 
great thing about BASIC is that it's very easy to change 
one line at a time, then find out immediately what hap- 
pens. Playing around with programs is the best way to 
learn quickly. And if you find ways to improve programs 
we've published, let us know! 




WRIENCED 
OFFICE HELP? INQUIRE WITHIN. 

You'll never hire a more flexible word processor and spreadsheet program than the 
OmniWriter/OmniSpell and Multiplan programs. OmniWriter/OmniSpell is smart 
enough to check your spelling on over 30,000 words. Multiplan is smart enoughtp 
crunch your office sales numbers. And smart enough to 
handle your personal office budget faster and much 
more effectively than most programs on the 
market today. So put OmniWriter/OmniSpell and 
Multiplan to work for you, at half the price you'd 
pay for the same help on an Apple or an IBM. 
Get OmniWriter/OmniSpell and 
Microsoft" Multiplan™ today. 
And see how fast they straighten 
out your office tomorrow. 

OMNIWRITER OMNISPEtf 
AND MULTIPLAN BY HESWARE 

Commodore 64 Multiplan'" is licensed for Microsoft * 




TEST DRIVE 
AN ELEPHANT. 




1 1 



/ / 



Elephant Floppy Disks are the perfect vehicle for storing and pro- 
tecting data. Because Elephant never forgets. You'll get high performance 
that's 100% guaranteed for a lifetime of heavy use. So take them for a test 
drive. They re available now at your local computer showroom. And 
there's no waiting for delivery. For the Elephant dealer nearest you, call 
1-800-343-8413. to Massachusetts, call collect (617) 769-8150. 

ELEPHANT NEVER FORGETS. 




BEGINNER PROGRAMS 



DIAL-A-WORD 



BY JOEY LATIMER 



Quick: What was your last 
telephone number? You 
can't remember? What if you 
had to remember a word 
instead, such as HIC-CUPS 
(442-2877) or CAB-BAGE 
(222-2243)? 

There are many words 
hidden in a telephone 
number. Since each of the 
digits 2 through 9 on a 
phone dial stands for three 
possible letters of the al- 
phabet, a single, seven-dig- 
it phone number can rep- 
resent up to 2, 187 letter 
combinations! 

Of course, you'd never 
want to take the trouble 
of working out all the pos- 
sible combinations your- 
self—but, now your com- 
puter can do it for you! 

Simply type in Dial~A- 
Word and run it. You 11 be 
asked to enter a seven-digit 
telephone number (no area 
codes or extensions, 
please!). Type in the digits 
without any spaces or 
punctuation marks be- 
tween them, like this: 

5558888. 

Press RETURN or EN- 
TER and watch as your 
computer generates every 
possible letter combination 
for those numbers. Some 
of these letters will form 




gibberish, but others (or 
combinations of several) 
will form into a word or 
words that you won't ever 
forget! And when you're 
ready to dial a phone num- 
ber, just use the letters 
that accompany the digits 
on a telephone dial. (Note: 
Neither 1 nor 0 is accom- 
panied by letters on a tele- 
phone dial; they'll re- 
main as digits within the 
letter combinations.) 



ADAM Dial A-Word 

9 REM — INITIALIZE VARIABLES— 

10 DIM a(7) 

20 a$ = "ABCDEF6HIJKLMN0PRSTUVWXY" 

30 FOR i = 1 TO 7 

40 a(i) = 0 

50 NEXT i 

60 np = 0 

70 fl = 0 

79 REM —GET TELEPHONE NUMBER — 

80 HOME 

90 PRINT TAB(10); M DIAL-A-W0RD" 
100 PRINT 

110 PRINT "PLEASE TYPE IN A 7-DIGIT PHONE NUMBER" 
120 PRINT "(IN THIS FORM: 5558888);" 
130 PRINT "THEN PRESS <RETURN>." 
140 PRINT 

150 INPUT "NUMBER? ";n$ 

159 REM — CHECK FOR ERRORS IN INPUT— 

160 IF LEN(n$) <> 7 THEN 80 
170 FOR i = 1 TO 7 

180 IF MID$(n$,i,1) < "0" OR MID$(n$,i,1) > "9" THEN 
I = 1 



190 NEXT i 

200 IF ft <> 0 THEN 70 
210 HOME 

219 REM —PRINT CURRENT COMBINATION OF LETTERS— 

220 FOR i = 1 TO 7 

230 IF MID$(n$ / i ,1) < "2" THEN PRINT MID$(n$, i ,1 ) ; :G0T 
0 250 

240 PRINT MID$(a$,VAL(MID$(n$,i,1))*3-5+a(i),1); 

250 NEXT i 

260 PRINT SPC (3) ; 

270 np = np+1 

280 IF np/3 <> INT(np/3) THEN 300 
290 PRINT 

300 IF np < 63 THEN 380 

309 REM —IF SCREEN FULL, PRINT MESSAGE— 

310 PRINT 

320 PRINT "PRESS <C> TO CONTINUE, <Q> TO QUIT."; 
330 GET k$ 

340 IF k$ = "Q" THEN END 
350 IF k$ <> "C" THEN 330 
360 np = 0 
370 HOME 

379 REM —PRODUCE NEXT COMBINATION— 

380 p = 1 

390 a(p) = a(p)+1 

400 IF a(p) < 3 AND MID$(n$,p,1) > "1" THEN 220 

410 a(p) = 0 

420 p = p+1 

430 IF p < 8 THEN 390 

440 PRINT 

450 PRINT "DONE!" 

460 END 



Apple Dial-A-Word 

10 DIM A(7) 

20 A$ = "ABCDEFGHIJKLMNOPRSTUVWXY" 

30 FOR I = 1 TO 7 

40 A(I) = 0 

50 NEXT I 

60 NP = 0 

70 FL = 0 

79 REM —GET TELEPHONE NUMBER— 

80 HOME 

90 PRINT TAB(15);"DIAL-A-W0RD" 
100 PRINT 

110 PRINT "PLEASE TYPE IN A 7-DIGIT PHONE NUMBER" 
120 PRINT "(IN THIS FORM: 5558888);" 
130 PRINT "THEN PRESS <RETURN>." 
140 PRINT 

150 INPUT "NUMBER? ";N$ 

159 REM —CHECK FOR ERRORS IN INPUT— 

160 IF LEN(N$) <> 7 THEN 80 
170 FOR I = 1 TO 7 

180 IF MID$(N$,I,1) < "0" OR MID$(N$,I,1) > "9" THEN F 
L = 1 

190 NEXT I 

200 IF FL <> 0 THEN 70 
210 HOME 

219 REM —PRINT CURRENT COMBINATION OF LETTERS— 

220 FOR I = 1 TO 7 

230 IF MID$(N$,I,1) < "2" THEN PRINT MID$(N$,I,1 ) ; :G0T 
0 250 

240 PRINT MID$(A$,VAL(MIDS(N$,I,D) * 3 - 5 + A(I),1); 

250 NEXT I 

260 PRINT " "; 

270 NP = NP + 1 

280 IF NP < 110 THEN 360 

289 REM —IF SCREEN FULL, PRINT MESSAGE— 

290 PRINT 

300 PRINT "PRESS <C> TO CONTINUE, <Q> TO QUIT."; 

309 REM —WAIT FOR KEY TO BE PRESSED— 

310 GET K$ 

320 IF K$ = "Q" THEN END 
330 IF K$ <> "C" THEN 310 
340 NP = 0 

- — Z 3 _ 
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NOAH WEBSTER, 
HEET YOUR MATC1 





1 KF* x. 



A few months ago, Jennifer would 
rather go to the dentist than do her 
spelling homework. 
Then Mom bought Crypto Cube™ by 
DesignWare™ Now Jennifer has become an 
absolute word fiend. 

She started off working her way through 
the many three-dimensional word puzzles 
that come with the game. Then, she entered 
her own spelling homework into the pro- 
gram to create new puzzles. 

Now, Jennifer's making up word puzzles 
to stump her parents! 

DESIGNWARE MAKES 
LEARNING COME ALIVE. 
All DesignWare spelling programs 
combine computer game fun with sound 



Commodore 64 is a trademark of Commodore Electronics Ltd. IBM PC and 
IBM PC Jr. are registered trademarks of International Business Machines, Inc. 
Apple is a registered trademark of Apple Computer, Inc. 



educational principles to help improve your 
youngster's spelling skills. Crypto Cube, in 
fact, has just been selected by LEARNING 
magazine as one of the year's outstanding 
educational software products. You'll also 
want to keep an eye out for our new math 
and science games. 

All DesignWare programs run on these 
computers with disk drive: Apple? Atari? 
Commodore 64™ IBM PC and IBM PCjr. 
See your local software retailer or call 
DesignWare at (800) 572-7767 (in California 
415-546-1866) for our free software catalog. 
You'll be delighted with the way your kids 
will learn with DesignWare. 



Dc/ignWofe 




De/kjnUkire 

LEARNING COMES ALIVE. 



BEGINNER PROGRAMS 



350 HOME 

359 REM —PRODUCE NEXT COMBINATION — 

360 P = 1 

370 A(P) = A(P) + 1 

380 IF A(P) < 3 AND MID$(N$,P,1) > "1" THEN 220 

390 A(P) = 0 

400 P = P + 1 

410 IF P < 8 THEN 370 

420 PRINT 

430 PRINT "DONE!" 

440 END 



Attari Dial- A- Word 

10 DIM A(7),A$(24),NS(7),T$(1) 
20 OPEN #1,4,0,"K:" 

29 REM — SET SCREEN WIDTH TO 40 COLUMNS— 

30 POKE 82,0 

39 REM —INITIALIZE VARIABLES— 

40 A$="ABCDEFGHIJKLMNOPRSTUVWXY" 
50 FOR 1=1 TO 7 

60 A(I)=0 
70 NEXT I 
80 NP=0 
90 FL=0 

99 REM —GET TELEPHONE NUMBER— 

100 PRINT CHR$(125) 
110 POSITION 14,0 

120 PRINT "DIAL-A-WORD" 
130 PRINT 

140 PRINT "PLEASE TYPE IN A 7-DIGIT PHONE NUMBER" 
150 PRINT "(IN THIS FORM: 5558888);" 
160 PRINT "THEN PRESS RETURN" 
170 PRINT 

180 PRINT "NUMBER"; 
190 INPUT N$ 

199 REM — CHECK FOR ERRORS IN INPUT— 

200 IF LEN(N$)<>7 THEN 100 
210 FOR 1=1 TO 7" 

220 IF NS(I,IX"0" OR N$(I,I)>"9" THEN FL=1 
230 NEXT I 

240 IF FLOO THEN 90 
250 PRINT CHR$(125); 

259 REM —PRINT CURRENT COMBINATION OF LETTERS— 

260 FOR 1=1 TO 7 
270 T$=N$(I,I) 

280 IF T$<"2" THEN PRINT T$;:G0T0 310 

290 T=VAL(TS)*3-5+A(I) 

300 PRINT A$(T,T); 

310 NEXT I 

320 PRINT " "; 

330 NP=NP+1 

340 IF NP<110 THEN 420 

349 REM —IF SCREEN FULL, PRINT MESSAGE— 

350 PRINT 

360 PRINT "PRESS <C> TO CONTINUE, <Q> TO QUIT."; 

369 REM —WAIT FOR KEYPRESS — 

370 GET #1,K 

380 IF K=81 THEN END 
390 IF K<>67 THEN 370 
400 NP=0 

410 PRINT CHR$(125); 

419 REM —PRODUCE NEXT COMBINATION— 

420 P=1 

430 A(P)=A(P)+1 

440 IF ACPX3 AND N$(P,P)>"1" THEN 260 
450 A(P)=0 
460 P=P+1 

470 IF P<8 THEN 430 
480 PRINT 
490 PRINT "DONE!" 
500 END 



Commodore 64 DiahA-Word 

O) 10 DIM A(7) 

20 A$="ABCDEFGHIJKLMNOPRSTUVWXY" 



30 FOR 1=1 TO 7 
40 A(I)=0 
50 NEXT I 
60 NP=0 
70 FL=0 

79 REM —GET TELEPHONE NUMBER— 

80 PRINT CHR$(147);TAB(15); ,, DIAL-A-W0RD M 
90 PRINT 

100 PRINT "PLEASE TYPE IN A 7-DIGIT PHONE NUMBER" 
110 PRINT "(IN THIS FORM: 5558888);" 
120 PRINT "THEN PRESS <RETURN>." 
130 PRINT 

140 INPUT "NUMBER";N$ 

149 REM —CHECK FOR ERRORS IN INPUT— 

150 IF LEN(N$)<>7 THEN 80 
160 FOR 1=1 TO 7 

170 IF MID$(N$,I,1X"0" OR MID$(N$,I ,1 ) >"9" THEN FL=1 
180 NEXT I 

190 IF FLOO THEN 70 
200 PRINT CHR$(147); 

209 REM —PRINT CURRENT COMBINATION OF LETTERS— 

210 FOR 1=1 TO 7 

220 IF MID$(N$,I,1)<"2" THEN PRINT MID$(N$,I,1 ); :GOTO 
240 

230 PRINT MID$(A$,VAL(MID$(N$,I,1))*3-5+A(I),1); 
240 NEXT I 
250 PRINT " "; 
260 NP=NP+1 

270 IF NP<110 THEN 350 

279 REM —IF SCREEN FULL, PRINT MESSAGE— 

280 PRINT 

290 PRINT "PRESS <C> TO CONTINUE, <Q> TO QUIT."; 

299 REM —WAIT FOR KEY TO BE PRESSED — 

300 GET K$ 

310 IF K$="Q" THEN END 
320 IF K$<>"C" THEN 300 
330 NP=0 

340 PRINT CHR$(147); 

349 REM —PRODUCE NEXT COMBINATION— 

350 P=1 

360 A(P)=A(P)+1 

370 IF ACPX3 AND MID$(N$,P,1 ) >"V THEN 210 
380 A(P)=0 
390 P=P+1 

400 IF P<8 THEN 360 
410 PRINT 
420 PRINT "DONE!" 
430 END 



IBM PCs Dial -A « Word 

10 DIM A(7) 

20 A$="ABCDEFGHIJKLMNOPRSTUVWXY" 

30 FOR 1=1 TO 7 

40 A(I)=0 

50 NEXT I 

60 NP=0 

70 FL=0 

79 REM —GET TELEPHONE NUMBER — 

80 CLS 

90 PRINT TAB(15);"DIAL-A-WORD" 
100 PRINT 

110 PRINT "PLEASE TYPE IN A 7-DIGIT PHONE NUMBER" 
120 PRINT "(IN THIS FORM: 5558888);" 
130 PRINT "THEN PRESS <ENTER>." 
140 PRINT 

150 INPUT "NUMBER";N$ 

159 REM —CHECK FOR ERRORS IN INPUT— 

160 IF LEN(N$)<>7 THEN 80 
170 FOR 1=1 TO 7 

180 IF MID$(N$,I,1X"0" OR MID$(N$,I,1 )>"9" THEN FL=1 
190 NEXT I 

200 IF FLOO THEN 70 ELSE CLS 

209 REM —PRINT CURRENT COMBINATION OF LETTERS— 

210 FOR 1=1 TO 7 

220 IF MID$(N$,I,1X"2" THEN PRINT MID$(N$,I,1 ) ; :G0T0 
240 
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Boot up a brainstorm. 

You're going to need all your 
mnning and intelligence to 
stop the FuzzBomb from 
turning the U.SA. into a 
nation offazzbodies. 

You're Agent U.S.A™ top investigator 
for the country's most elite intelli- 
gence organization. And now you've 
been assigned your toughest and most 
dangerous mission ever: stopping the 
evil RizzBomb from turning every 
man, woman and child into helpless 
fuzzbodies. 

Quick reflexes and sharp eyes are 
not nearly enough here. As you race 
around the country on super-fast 
rocket trains, you'll need all your 
smarts to outwit the devious plague 
spreader. But watch out! One wrong 
move and you're just another fuzz- 
body. 

And once you've tested your mettle 
against the RizzBomb, you 11 be ready 
for more mind-stretching Wizware.™ 

Bannercatch™ 

In a remote field bigger than any field 



you can imagine, you and a friend 
team up to take on chief robot Max 
and his crack robot raiders. Infiltrate 
their territory and grab their flag 
before they grab yours. It may sound 
simple, but your strategy better be 
good. Max has lots of surprises in 
store for you 

Spelldiver™ 

You're a scuba diver on a secret as- 
signment. You must find and decipher 
giant words hidden deep beneath the 
sea. But to succeed you have to out- 
maneuver ferocious sharks and pesky 
flipper-nippers 
that are out to 
stop you 

So get ready 
for challenge and 
excitement. Boot 
up Wizware and 
let the brain- 
storm begin. 

Look for Scho- 
lastic Wizware at 
your local com- 
puter store. Or 



contact Scholastic Inc., 730 Broad- 
way, New York, NY 10003, 212-505- 
3000. 

For a free red-and^white "Boot Up 
a Brainstorm" T-shirt, send your 
name, address, skirt size and com- 
puter brand to "Boot Up" c/o 
Scfwlastic at tfie above address. En- 
close $2.00 for shipping and handling. 

^Scholastic 
Software 

The most trusted name in learning. 




Ayent I 'S.A^ Hannercatch. Spelldirerdesignctl and developtd by Tout Snyder I'mductiwi.*. Inc. 
Aoent I'.S.A. mid Bannercatch aixiilabie M Atari. Commodore, Apple and IBM versions. 
• Spelldiceramilable in Atari. Commodore and Apple versions. 



BEGINNER PROGRAMS 



230 PRINT MID$(A$,VAL(MID$(N$,I,1))*3-5+A(I),1); 
240 NEXT I 
250 PRINT " "; 
260 NP=NP+1 

270 IF NP<110 THEN 350 

279 REM —IF SCREEN FULL, PRINT MESSAGE — 

280 PRINT 

290 PRINT "PRESS <C> TO CONTINUE, <Q> TO QUIT."; 

299 REM —WAIT FOR KEY TO BE PRESSED— 

300 K$=INKEY$ 

310 IF K$="Q" THEN END 
320 IF K$<>"C" THEN 300 
330 NP=0 
340 CLS 

349 REM —PRODUCE NEXT COMBINATION— 

350 P=1 

360 A(P)=A(P)+1 

370 IF ACPX3 AND MID$(N$,P,1 )>"1 " THEN 210 
380 A(P)=0 
390 P=P+1 

400 IF P<8 THEN 360 
410 PRINT 
420 PRINT "DONE!" 
430 END 



Tl 99 a A Di ah A- Word 

10 DIM A(7) 

20 A$="ABCDEFGHIJKLMNOPRSTUVWXY" 
30 FOR 1=1 TO 7 
40 A(I)=0 
50 NEXT I 
60 NP=0 
70 FL=0 

79 REM —GET TELEPHONE NUMBER— 

80 CALL CLEAR 

90 PRINT TAB(10);"DIAL-A-W0RD" 
100 PRINT 

110 PRINT "PLEASE TYPE IN A 7-DIGIT" 
120 PRINT "PHONE NUMBER":"(IN THIS FORM: 5558888);" 
130 PRINT "THEN PRESS <ENTER>." 
140 PRINT 

150 INPUT "NUMBER? ":N$ 

159 REM — CHECK FOR ERRORS IN INPUT— 

160 IF LEN(N$)<>7 THEN 80 
170 FOR 1=1 TO 7 

180 IF (SEG$(N$,I,1)>="0")*(SEG$(N$,I,1X="9") THEN 20 
0 

190 FL=1 
200 NEXT I 

210 IF FL<>0 THEN 70 
220 CALL CLEAR 

229 REM —PRINT CURRENT COMBINATION OF LETTERS— 

230 FOR 1=1 TO 7 

240 IF SEG$(N$,I,1)>="2" THEN 270 
250 PRINT SEG$(N$,I,1); 
260 GOTO 280 

270 PRINT SEG$(A$,VAL(SEG$(N$,I,1))*3-5+A(I),1); 
280 NEXT I 
290 PRINT " "; 
300 NP=NP+1 

310 IF NP/3<>INT(NP/3) THEN 330 
320 PRINT 

330 IF NP<63 THEN 410 

339 REM —IF SCREEN FULL, PRINT MESSAGE— 

340 PRINT 

350 PRINT "PRESS <C> TO CONTINUE, ":"<Q> TO QUIT."; 

359 REM —WAIT FOR KEY TO BE PRESSED— 

360 CALL KEY(3,K,S) 
370 IF K=81 THEN 480 
380 IF K<>67 THEN 360 
390 NP=0 
400 CALL CLEAR 

409 REM —PRODUCE NEXT COMBINATION— 
^) 410 P=1 



420 A(P)=A(P)+1 

430 IF (A(PX3)*(SEG$(N$,P,1)>"1") THEN 230 
440 A(P)=0 
450 P=P+1 

460 IF P<8 THEN 420 
470 PRINT 
480 END 



Timex Sinclair 1000 & 1 500 Dial- A- Word 

10 DIM A(7) 

20 LET A$="ABCDEFGHIJKLMNOPRSTUVWXY" 

30 LET NP=0 

40 FOR 1=1 TO 7 

50 LET A(I)=0 

60 NEXT I 

70 SLOW 

80 LET FL=0 

89 REM —GET TELEPHONE NUMBER— 

90 CLS 

100 PRINT TAB 10;"DIAL-A-W0RD" 
110 PRINT 

120 PRINT "PLEASE TYPE IN A 7-DIGIT PHONE", "NUMBER (I 

N THIS FORM: 5558888);" 

130 PRINT "THEN PRESS <ENTER>." 

140 PRINT 

150 PRINT "NUMBER? "; 
160 INPUT N$ 
170 PRINT N$ 

179 REM — CHECK FOR ERRORS IN INPUT— 

180 IF LEN N$<>7 THEN GOTO 90 
190 FOR 1=1 TO 7 

200 IF N$(I)<"0" OR N$(I)>"9" THEN LET FL=1 
210 NEXT I 

220 IF FLOO THEN GOTO 80 
230 CLS 

239 REM —PRINT CURRENT COMBINATION OF LETTERS— 

240 FOR 1=1 TO 7 

250 IF N$(I)>="2" THEN GOTO 280 
260 PRINT N$(I); 
270 GOTO 290 

280 PRINT A$(VAL ( N$ ( I ) ) *3- 5 + A ( I ) ) ; 

290 NEXT I 

300 PRINT " "; 

310 LET NP=NP+1 

320 IF NP<76 THEN GOTO 410 

329 REM —IF SCREEN FULL, PRINT MESSAGE— 

330 PRINT 
340 PRINT 

350 PRINT "PRESS <C> TO CONTINUE, ","<Q> TO QUIT." 

359 REM —WAIT FOR KEY TO BE PRESSED— 

360 PAUSE 4E4 

370 IF INKEY$="Q" THEN STOP 
380 IF INKEY$<>"C" THEN GOTO 360 
390 LET NP=0 
400 CLS 

409 REM —PRODUCE NEXT COMBINATION— 

410 LET P=1 

420 LET A(P)=A(P)+1 

430 IF A(P)<3 AND N$(P)>"1" THEN GOTO 240 

440 LET A(P)=0 

450 LET P=P+1 

460 IF P<8 THEN GOTO 420 

470 PRINT 

480 PRINT "DONE." 

490 STOP 



TRS-80 Color Computer Dial-A-Word 

10 DIM A(7) 

20 A$="ABCDEFGHIJKLMNOPRSTUVWXY" 
30 FOR 1=1 TO 7 
40 A(I)=0 
50 NEXT I 
60 NP=0 



5>- 
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You swim 

and struggle against obstacles in the sea. 
You leap 

and flashing images give you clues. 
You dive 

and probe with sound to solve a mystery. 
You are in search of The Dolphins Pearl . 

Creative Pastimes: 
Software as unique as you are. 

Look for Creative Pastimes Software in your favorite book or computer store. You'll find its suitable for aU ages, 
and compatible with most popular home computers. For more information, call us at (800) 336-0338. 
Reston Computer Group, A Prentice-Hall Company, 11480 Sunset Hills Road, Reston, Virginia 22090. 

The MovieMaker 1 " Day Middle of the 

Dolphin's Pearl iS^^ST 1 RoadLizard 




BEGINNER PROGRAMS 



70 FL=0 

79 REM — 6ET TELEPHONE NUMBER — 

80 CLS 

90 PRINT TAB(10);"DIAL-A-W0RD" 
100 PRINT 

110 PRINT "PLEASE TYPE IN A 7-DIGIT PHONE" 
120 PRINT "NUMBER (IN THIS FORM: 5558888);" 
130 PRINT "THEN PRESS <ENTER>." 
UO PRINT 

150 INPUT "NUMBER"; N$ 

159 REM —CHECK FOR ERRORS IN INPUT— 

160 IF LEN(N$)<>7 THEN 80 
170 FOR 1=1 TO 7 

180 IF MID$(NS,I,1)<"0" OR MID$(NS,I,1 )>"9" THEN FL=1 
190 NEXT I 

200 IF FLOO THEN 70 ELSE CLS 

209 REM —PRINT CURRENT COMBINATION OF LETTERS— 

210 FOR 1=1 TO 7 

2*0 IF MID$(N$,I,1)<"2" THEN PRINT MID$(N$,I,1 ) ; :GOTO 
240 

230 PRINT MID$(A$,VAL(MID$(N$,I,1))*3-5+A(I),1); 

240 NEXT I 

250 PRINT " "; 

260 NP=NP+1 

270 IF NP<52 THEN 350 

279 REM —IF SCREEN FULL, PRINT MESSAGE — 

280 PRINT 

290 PRINT "PRESS <C> TO CONTINUE/' "<Q> TO QUIT."; 

299 REM —WAIT FOR KEY TO BE PRESSED— 

300 K$=INKEY$ 

310 IF K$="Q" THEN END 
320 IF K$<>"C" THEN 300 
330 NP=0 
340 CLS 

349 REM —PRODUCE NEXT COMBINATION— 

350 P=1 

360 A(P)=A(P)+1 

370 IF A(P)<3 AND MID$(N$,P,1 )> ,, 1" THEN 210 
380 A(P)=0 
390 P=P+1 

400 IF P<8 THEN 360 
410 PRINT 
420 PRINT "DONE!" 
430 END 



TRS-80 Model I H/ Dial -A - Word 

10 DIM A(7) 

20 A$="ABCDEFGHIJKLMNOPRSTUVWXY" 

30 FOR 1=1 TO 7 

40 A(I)=0 

50 NEXT I 

60 NP=0 

70 FL=0 

79 REM —GET TELEPHONE NUMBER— 

80 CLS 

90 PRINT TAB(25);"DIAL-A-WORD" 
100 PRINT 

110 PRINT "PLEASE TYPE IN A 7-DIGIT PHONE NUMBER (IN T 

HIS FORM: 5558888);" 

120 PRINT "THEN PRESS <ENTER>." 

130 PRINT 

140 INPUT "NUMBER"; N$ 

149 REM —CHECK FOR ERRORS IN INPUT— 

150 IF LEN(N$)<>7 THEN 80 
160 FOR 1=1 TO 7 

170 IF MID$(N$,I,1)<"0" OR MID$(NS,I,1 )>"9" THEN FL=1 
180 NEXT I 

190 IF FLOO THEN 70 ELSE CLS 

199 REM —PRINT CURRENT COMBINATION OF LETTERS— 

200 FOR 1=1 TO 7 

210 IF MID$(N$,I,1)<"2" THEN PRINT MID$(N$,I,1 ) ; :GOTO 
230 

220 PRINT MID$(A$,VAL(MID$(N$,I,1))*3-5+A(I),1); 
230 NEXT I 



240 PRINT " "; 

250 NP=NP+1 

260 IF NP<112 THEN 340 

269 REM —IF SCREEN FULL, PRINT MESSAGE— 

270 PRINT 

280 PRINT CHR$(12);"PRESS <C> TO CONTINUE, <Q> TO QUIT 

289 REM —WAIT FOR KEY TO BE PRESSED— 

290 K$=INKEY$ 

300 IF K$="Q" THEN END 
310 IF K$<>"C" THEN 290 
320 NP=0 
330 CLS 

339 REM —PRODUCE NEXT COMBINATION— 

340 P=1 

350 A(P)=A(P)+1 

360 IF A(P)<3 AND MID$(N$,P,1 )>"1 " THEN 200 
370 A(P)=0 
380 P=P+1 

390 IF P<8 THEN 350 
400 PRINT 
410 PRINT "DONE!" 
420 END 



WiC 20 DiabA-Word 

10 DIM A(7) 

20 A$="ABCDEFGHIJKLMNOPRSTUVWXY" 

30 FOR 1=1 TO 7 

40 A(I)=0 

50 NEXT I 

60 NP=0 

70 FL=0 

79 REM —GET TELEPHONE NUMBER— 

80 PRINT CHR$(147);TAB(6);"DIAL-A-W0RD" 
90 PRINT 

100 PRINT "PLEASE TYPE IN A", "7-DIGIT PHONE NUMBER" 
110 PRINT "IN THIS FORM: 5558888;"; 
120 PRINT "THEN PRESS <RETURN> . " 
130 PRINT 

140 INPUT "NUMBER";N$ 

149 REM —CHECK FOR ERRORS IN INPUT— 

150 IF LEN(N$)<>7 THEN 80 
160 FOR 1=1 TO 7 

170 IF MID$(N$,I,1)<"0" OR MID$(N$,I,1 ) >"9" THEN FL=1 
180 NEXT I 

190 IF FLOO THEN 70 
200 PRINT CHR$(147); 

209 REM —PRINT CURRENT COMBINATION OF LETTERS— 

210 FOR 1=1 TO 7 

220 IF MID$(N$,I,1)<"2" THEN PRINT MID$(N$,I,1 ) ; :G0TO 
240 

230 PRINT MID$(A$,VAL(MID$(N$,I,1))*3-5+A(I),1); 

240 NEXT I 

250 PRINT SPC(4); 

260 NP=NP+1 

270 IF NP<40 THEN 350 

279 REM —IF SCREEN FULL, PRINT MESSAGE— 

280 PRINT 

290 PRINT "PRESS <C> TO CONTINUE,"; "<Q> TO QUIT."; 

299 REM —WAIT FOR KEY TO BE PRESSED — 

300 GET K$ 

310 IF K$="Q" THEN END 
320 IF K$0"C" THEN 300 
330 NP=0 

340 PRINT CHR$(147); 

349 REM —PRODUCE NEXT COMBINATION— 

350 P=1 

360 A(P)=A(P)+1 

370 IF A(P)<3 AND MID$(N$,P,1 ) >"1 " THEN 210 
380 A(P)=0 
390 P=P+1 

400 IF P<8 THEN 360 
410 PRINT 
420 PRINT "DONE!" 
430 END 
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TIMEWORKS 
HOME MANAGEMENT SYSTEMS. 
4 EASY WAYS TO GET 
YOURSELF ORGANIZED. 





The Money 
Manager* 



We'll handle your 
budget . Your check- 
book. All your ad- 
dress lists, recipes, 
club, client, and 
vendor lists And make your life 
infinitely easier. 

There's almost no end to what our in- 
credibly easy-to-use Home Manage- 
ment programs can do to help you get 
yourself together. 

TIMEWORKS MONEY MANAGER. 



Our home and business budget and 
cash flow systems let you input sixteen 
budget and actual categories on a 
monthly basis, for a 12 month period 
Provides full analysis, including 
budget and actual comparisons, 
plus detail by individual categories. 
Bar charts provide a graphic rep- 
resentation of your budget and 
actual amounts for each period. 

Because the Money Manager 
can be interfaced with Timeworks 
Electronic Checkbook, you can 
transfer actual expenditures through 
your computer to your budget 
program, too 

TIMEWORKS ELECTRONIC CHECKBOOK. 

A complete system that organizes and 
records your transactions, and computes 




The Electronic 
Checkbook 




your checkbook 
balance automatically. 
It sorts and recalls your 
transactions in a 
number of ways: by 
date, description, or classification to name 
just a few. Our exclusive X-SEARCH 
feature is a big help at tax time, because it 
lets you cross search any category easily 

TIMEWORKS DATA MANAGER AND 
DATA MANAGER 2. 

Throw away your index cards and cluttered 
files These menu-driven programs let you 
store and retrieve a wide variety of important 
lists, data, and information. X-SEARCH allows 
cross searching through any category to 
locate specific groups of items easily Statis- 
tical analysis is also possible for any 
statistical data entered into the system. 
There's more to every Timeworks Home 
Management System than you've ever 
seen before. Much more (We've only 
touched on the highlights.) So get yourself 
organized Get Timeworks. 

FOR COMMODORE 64, IBM PC, PC Jr. 
AND COMPATIBLE COMPUTERS. 

Now at your favorite dealer. For further information, 
contact Timeworks. Inc.. 405 Lake Cook Road. 
Deerfield. IL 60015 312-948-9200 

£1983 Timeworks. Inc. All rights reserved. 'Registered trademarks of 
Commodore Computer Systems and International Business Machines. 




Software With Substance-For Everyone^ ® 



BEGINNER PROGRAMS 



FALLING AGAIN 

BY JOEY LATIMER 




Fall has arrived and the 
trees that provided com- 
forting shade during the 
hot summer months are 
now shedding their leaves. 
Overnight, the weather has 
taken a turn for the colder, 
and up and down the block 
the scraping of rakes can 
be heard. 
While your neighbors are 



hard at work, you can sit 
back in your easy chair 
and enjoy the change of 
seasons without lifting a 
rake! Type Falling Again 
into your computer, run it, 
and watch our fall tree 
change color and slowly 
shed its leaves, one by one, 
until all its branches are 
bare. 



ADAM Falling Again 

10 DIM r(15),c(15),b(15) 
20 HOME 
30 6R 

39 REM —DRAW IN LARGE, REGULAR AREAS OF PICTURE- 

40 FOR x = 1 TO 10 

50 READ ko,r1,r2,d,c2 
60 COLOR = ko 
70 FOR y = r1 TO r2 
80 HLIN d,c2 AT y 
90 NEXT y,x 

99 REM —DRAW BRANCHES OF TREE— 

100 FOR x = 1 TO 46 
110 READ br,bc 

120 PLOT br,bc 
130 NEXT x 

139 REM — DRAW LEAVES — 

140 COLOR = 4 

150 FOR x = 1 TO 15 
160 READ r(x),c(x),b(x) 
170 PLOT r(x),c(x) 
180 NEXT x 

189 REM — MAKE THE LEAVES FALL— 

190 COLOR = 13 

200 FOR x = 1 TO 15 

210 PLOT r(x) / c(x) 

220 FOR t = 1 TO RND(1)*1100+1 

230 NEXT t 

240 COLOR = 2 

250 PLOT r(x),c(x) 

260 FOR y = c(x)+1 TO b(x)-1 

270 hk = SCRN(r(x),y) 

280 COLOR = 13 

290 PLOT r(x),y 

300 FOR t = 1 TO 10+RND(1)*200 

310 NEXT t 

320 COLOR = hk 

330 PLOT r(x),y 

340 NEXT y 

350 COLOR = 13 

360 PLOT r(x),b(x> 

370 NEXT x 



379 REM — PAUSE; THEN PRINT CLOSING MESSAGE— 

380 FOR t = 1 TO 2500 
390 NEXT t 

400 VTAB 22 

410 PRINT "PRESS <R> FOR AN INSTANT REPLAY"; 
420 PRINT "OR <Q> TO QUIT."; 

429 REM —WHEN KEY IS PRESSED, STOP OR START OVER — 

430 GET k$ 

440 IF kS = "Q" OR k$ = "q" THEN TEXT: END 

450 IF k$ = "R" OR k$ = "r" THEN RESTORE: GOTO 20 

460 GOTO 430 

1000 DATA 2,0,28,0,39,4,29,39,0,39,13,4,4,38,39 
1010 DATA 13,3,3,37,39,13,2,2,36,39,13,0,1,35,39 
1020 DATA 3,38,38,9,13,3,37,37,10,12,3,14,37,10,11 
1030 DATA 3,12,13,10,10 

1040 DATA 9,17,8,16,7,17,12,15,13,15,14,15,15,16,13 
2000 DATA 14,13,13,14,12,15,11,16,11,9,13,8,12,7 
2010 DATA 13,6,14,9,11,9,10,8,9,7,8,6,9,5,10,3,10 
2020 DATA 5,12,4,11,6,7,5,6,11,11,12,11,13,10,14,9 
2030 DATA 15,8,16,8,17,7,12,9,11,8,10,7,9,6,9,8,12 
3000 DATA 7,11,6,13,6,12,5,11,4,12,3,13,3,14,7,35,4 
3010 DATA 13,37,15,17,38,13,4,39,2,11,36,8,5,38,16 
3020 DATA 12,36,5,7,35,6,15,37,17,8,35,7,18,39,12 
3030 DATA 12,36,10,5,39,8,10,36,9,14,37 



Apple/Falling Again 

10 DIM R(15),C(15),B(15) 
20 HOME 
30 GR 

39 REM —DRAW IN LARGE, REGULAR AREAS OF PICTURE— 

40 FOR X = 1 TO 10 

50 READ K0,R1,R2,C1,C2 
60 C0L0R= KO 
70 FOR Y = R1 TO R2 
80 HLIN C1,C2 AT Y 
90 NEXT Y,X 

99 REM —DRAW BRANCHES OF TREE— 

100 FOR X = 1 TO 46 
110 READ BR,BC 

120 PLOT BR,BC 
130 NEXT X 

139 REM —DRAW LEAVES— 

140 C0L0R= 4 

150 FOR X = 1 TO 15 
160 READ R(X),C(X),B(X) 
170 PLOT R(X),C(X) 
180 NEXT X 

189 REM —MAKE THE LEAVES FALL— 

190 C0L0R= 13 

200 FOR X = 1 TO 15 

210 PLOT R(X),C(X) 

220 FOR T = 1 TO RND (1 ) * 800 + 1 

230 NEXT T 

240 C0L0R= 6 

250 PLOT R(X),C(X) 

260 FOR Y = C(X) + 1 TO B(X) - 1 

270 HK = SCRN(R(X),Y) 

280 C0L0R= 13 

290 PLOT R(X),Y 

300 FOR T = 1 TO 10 + RND (1 ) * 70 

310 NEXT T 

320 C0L0R= HK 

330 PLOT R(X),Y 

340 NEXT Y 

350 C0L0R= 13 

360 PLOT R(X),B(X) 

370 NEXT X 

379 REM —PAUSE; THEN PRINT CLOSING MESSAGE— 

380 FOR T = 1 TO 2000 
390 NEXT T 

400 VTAB 22 

410 PRINT "PRESS <R> FOR AN INSTANT REPLAY" 
420 PRINT "OR <Q> TO QUIT."; 

429 REM —WHEN KEY IS PRESSED, STOP OR START OVER- 

430 GET K$ 
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You bought a computer to cultivate your kids'minds. 
Make sure it s bearing fruit, not growing vegetables. 



Introducing a whole crop of Learning 
Adventure games from Spinnaker. 

When it comes to cultivating adventurous 
young minds, the computer's potential is 
endless. 

Unfortunately, the search for software 
that makes the most of that potential has 
been endless, too. 

That is. until Spinnaker created the 
Learning Adventure Series. A unique collec- 
tion of games that reward curiosity with 

It's New! TRAINS.™ 

You're in charge of an old-time 
railroad - and whether it turns 
into a bonanza or a bust depends 
on how well you run it. But either 
way you'll find that working on 
this railroad is a challenge -and a 
lot of fun! Ages 10-Adult. 




hours of adventure and learning. So the 
time kids spend with our games will help 
them develop valuable skills. Instead of just 
tired thumbs. 

But what really makes our Learning 
Adventure games unique- educational value 
aside - is how much fun they are. Which isn't 
too surprising when you consider you can 
do things like bargain with aliens, search a 
haunted house, or build your own railroad 
empire. 



Its New! 

ADVENTURE 

CREATOR.™ 

Design a challenging adventure 
game that you or a friend can 
tackle - or let the computer 
design one for you. It's complex, 
exciting - utterly addictive! 
Ages 12- Adult. 




In fart, our games are so much fun. kids 
will really enjoy developing some very impor- 
tant skills. Deductive reasoning, note taking, 
and problem solving, for instance. 

So. if you're in the market for software 
that will truly cultivate young minds, pick the 
Spinnaker Learning Adventure Series. 

It's the best way to be sure your search 
will be fruitful. 

Spinnaker Learning Adventure games are available 
for Apple.* Atari.® IBM* and Commodore 64 " home 
computers. 

IN SEARCH OF 
THE MOST 
AMAZING THING.'" 

It Isn't easy to find - even in 
your B-liner. But you'll have help 
from your Uncle Smoke Bailey 
as you search the universe to find 
the Most Amazing Thing. 
Ages 10-Adult. 




Disks for: Apple. Atari. IBM. and Commodore 64. 
m Cartridges for: Atari and Commodore 64 - 

We make learning fun. (adventure creator 0 m y ). 

AH? •gh^rese!ved M regstered trademarks of Computer. Inc.. Atari. Inc. and International Business Machine Corp. Commodore 64 is a trademark of Commodore Electronics Ltd. C 1984. Spinnaker Software Corp. 



Today's 

most innovative 
educational software 

began here 
60years ago. 



At Scholastic, we have something 
no other educational software 
company has: 60 years' experience 
making learning fun for kids. 

We began in the schoolrooms of 
the 20' s with the first national 
news magazine written especially 
for young people, The Scholastic. 
Since then, our one magazine has 
grown into 37, and we've become 
the largest educational publisher 
of books and magazines in the 
English-speaking world. 

Now we've put everything we've 
learned from five generations 
of school children into the most 
innovative family of educational 
software available today. Scholastic 
Wizware™ 

Our experience makes Wizware 
different from all other educa- 
tional software. It turns learning 
subjects like geography, writing 
and spelling into exciting adven- 
tures for your children. And be- 
cause every Wizware game is 
interactive, kids become deeply 
involved in what they're learning. 

What's more, our experience 
has taught us the importance of 
teaching things most other educa- 
tional software leaves out. Like 
teamwork, imagination, critical 
thinking and problem solving. 
You'll find them all in Wizware. 

But by far the most important 
result of our experience is that 
your children will thoroughly ergoy 
learning with Wizware. 



There are now Wizware programs 
for teaching everything from crea- 
tive writing to computer program- 
ming. Here are a few of the ways 
we bring learning into the Com- 
puter Age. 

Spelldivei™ 

It's the most ingenious way ever 
devised for teaching spelling and 
improving reading skills. Deep 
beneath the sea lie giant words 
covered by a strange seaweed 
called lettermoss. Kids must face 
ferocious sharks and pesky flipper- 
nippers to remove the lettermoss 
and decipher the words. 

Agent U.SJL™ 

Agent U.S. A. turns geography into 
an exciting race to save the nation 
from the ruthless Rizzbomb. Along 
with learning geography, children 
hone their problem-solving and 
reasoning abilities. 

Story Tree™ 

Story Tree can bring out the Mark 
Twain in every child. Budding 



authors create their own mystery 
and adventure stories. A remark- 
able feature lets them weave alter- 
nate choices into every turn of the 
plot, and challenges their imagina- 
tions to the maximum. 

Bannercatch™ 

Based on the classic game of 
Capture-the-Flag, this is the most 
sophisticated and fun strategy 
game for kids available today. Not 
only do players learn how to devise 
complex strategies, they also learn 
how to work together to solve 
difficult problems. 

Scholastic Wizware. Our experi- 
ence makes all the difference. 

Look for Wizware at your local 
computer store. Or contact Scho- 
lastic Inc., 730 Broadway, New 
York, NY 10003, 212-505-3000. 

^Scholastic 
Software 

The most trusted name in learning. 




Spelldiixr, Agent USA. and Bannercatch designed and developed by Tom Snyder Productions. Inc. Story Tree designed and 
developed by George Brackett. • Agent U.S.A. and Bannercatch aixiilable in Atari, Commodore, Apple and IBM versions. 
• Spelldiver aixiilable in Atari, Commodore and Apple versions. • Story Tree aixiilable for Apple. 



BEGINNER PROGRAMS 



440 IF K$ = "Q" THEN TEXT:H0ME : END 
450 IF K$ = "R" THEN REST0RE:G0T0 20 
460 GOTO 430 

1000 DATA 6,0,28,0,39,12,29,39,0,39,13,4,4,38,39 
1010 DATA 13,3,3,37,39,13,2,2,36,39,13,0,1,35,39 
1020 DATA 8,38,38,9,13,8,37,37,10,12,8,14,37,10,11 
1030 DATA 8,12,13,10,10,9 

2000 DATA 17,8,16,7,17,12,15,13,15,14,15,15,16,13 
2010 DATA 14,13,13,14,12,15,11,16,11,9,13,8,12,7 
2020 DATA 13,6,14,9,11,9,10,8,9,7,8,6,9,5,10,3,10 
2030 DATA 5,12,4,11,6,7,5,6,11,11,12,11,13,10,14,9 
3000 DATA 15,8,16,8,17,7,12,9,11,8,10,7,9,6,9,8,12 
3010 DATA 7,11,6,13,6,12,5,11,4,12,3,13,3,14,7,35,4 
3020 DATA 13,37,15,17,38,13,4,39,2,11,36,8,5,38,16 
3030 DATA 12,36,5,7,35,6,15,37,17,8,35,7,18,39,12 
3040 DATA 12,36,10,5,39,8,10,36,9,14,37 



Atari/ Falling Again 

10 DIM C(16),R(16),B(16) 
20 OPEN #1,4,0,"K:" 
30 PRINT CHR$(125); 
40 GRAPHICS 5 
50 SETCOLOR 0,3,1 
60 SETCOLOR 1,13,14 
70 SETCOLOR 2,12,6 
80 SETCOLOR 4,9,5 

89 REM —DRAW IN LARGE, REGULAR AREAS OF PICTURE- 

90 FOR X=1 TO 11 

100 READ K0,R1,R2,C1,C2 
110 COLOR KO 

120 FOR Y=R2 TO R1 STEP -1 
130 PLOT C1,Y 
140 DRAWTO C2,Y 
150 NEXT Y 
160 NEXT X 

169 REM — DRAW 8RANCHES OF TREE— 

170 FOR X=1 TO 64 
180 READ BC,BR 
190 PLOT BC,BR 
200 NEXT X 

210 COLOR 3 

219 REM —DRAW LEAVES — 

220 FOR X=1 TO 15 
230 READ I,K,M 
240 C(X)=I 

250 R(X)=K 

260 B(X)=M 

270 PLOT C(X),R(X) 

280 NEXT X 

290 COLOR 2 

299 REM — MAKE THE LEAVES FALL— 

300 FOR X=1 TO 15 
310 PLOT C(X),R(X) 

320 FOR T=1 TO RND(0)*800+1 

330 NEXT T 

340 COLOR 0 

350 PLOT C(X),R(X) 

360 FOR Y=R(X)+1 TO B(X)-1 

370 LOCATE C(X),Y,HK 

380 COLOR 2 

390 PLOT C(X),Y 

400 FOR T=1 TO 10+RND(0)*70 

410 NEXT T 

420 COLOR HK 

430 PLOT C(X),Y 

440 NEXT Y 

450 COLOR 2 

460 PLOT C(X),B(X) 

470 NEXT X 

479 REM —PAUSE; THEN PRINT CLOSING MESSAGE— 

480 FOR T=1 TO 800 
490 NEXT T 

499 REM —CLEAR CURSOR— 

500 POKE 752,1 
510 PRINT 



520 PRINT "PRESS <R> FOR AN INSTANT REPLAY" 
530 PRINT "OR <Q> TO QUIT." 

539 REM —WHEN KEY IS PRESSED, STOP OR START OVER— 

540 GET #1,R 

550 IF R=81 THEN GRAPHICS 0 : END 
560 IF R=82 THEN RESTORE .-GOTO 30 
570 GOTO 540 

1000 DATA 3,31,39,0,79,2,0,1,68,79,2,2,3,70,79 
1010 DATA 2,4,5,72,79,2,6,7,74,79,2,8,9,76,79 
1020 DATA 2,10,11,78,79,1,35,36,22,30,1,34,34 
1030 DATA 24,28,1,13,33,24,27,1,9,12,24,25 
2000 DATA 16,8,16,10,16,11,17,1,17,7,17,9 
2010 DATA 18,2,18,6,18,9,18,14,19,2,19,4,19,5,19,9 
2020 DATA 19,13,20,3,20,5,20,8,20,12,21,3,21,5,21,7 
2030 DATA 21,9,21,12,22,2,22,6,22,10,22,12,23,3,23,7 
2040 DATA 23,11,23,12,24,3,24,6,24,8,25,4,25,5,26,5 
2050 DATA 26,9,27,4,27,6,27,8,27,14,28,3,28,7,28,9 
2060 DATA 28,13,29,2,29,6,29,10,29,12,30,5,30,11,30 
2070 DATA 13,31,4,31,6,31,10,31,14,32,4,32,7,32,11 
2080 DATA 33,3,33,7,33,12 

3000 DATA 15,11,33,33,8,37,18,15,32,20,9,38,22,1,39 
3010 DATA 31,15,35,15,8,37,34,12,39,34,2,33,16,1,36 
3020 DATA 31,4,37,27,7,37,29,13,34,28,10,32,29,3,39 



Commodore Ml Falling Again 

10 DIM R(15),C(15),B(15) 
20 SB=1024 
30 CB=55296 

39 REM —SET SCREEN COLOR— 

40 POKE 53281,6 

49 REM —SET BORDER COLOR— 

50 POKE 53280,11 

60 PRINT CHR$(147); 

69 REM —DRAW IN LARGE, REGULAR AREAS OF PICTURE- 

70 FOR X=1 TO 8 

80 READ K0,R1,R2,C1,C2 
90 FOR Y=R2 TO R1 STEP -1 
100 FOR Z=C2 TO C1 STEP -1 
110 POKE CB+Z+40*Y,K0 
120 POKE SB+Z+40*Y,160 
130 NEXT Z,Y,X 

139 REM —DRAW IN BRANCHES OF TREE— 

140 FOR X=1 TO 34 
150 READ BC,BR 

160 POKE CB+BC+40*BR,9 
170 POKE SB+BC+40*BR,160 
180 NEXT X 

189 REM —DRAW LEAVES— 

190 FOR X=1 TO 15 

200 READ C(X),R(X),B(X) 
210 POKE CB+C(X)+40*R(X),5 
220 POKE SB+C(X)+40*R(X),160 
230 NEXT X 

239 REM —MAKE THE LEAVES FALL— 

240 FOR X=1 TO 15 

250 POKE CB+C(X)+40*R(X),7 
260 FOR T=1 TO RND(0)*800+1 
270 NEXT T 

280 POKE CB+C(X)+40*R(X),6 
290 FOR Y=R(X)+1 TO B(X)-1 
300 HK=PEEK(CB+C(X)+40*Y) 
310 HS=PEEK(SB+C(X)+40*Y) 
320 POKE CB+C(X)+40*Y,7 
330 POKE SB+C(X)+40*Y,160 
340 FOR T=1 TO 10+RND(0)*70 
350 NEXT T 

360 POKE CB+C(X)+40*Y,HK 
370 POKE SB+C(X)+40*Y,HS 
380 NEXT Y 

390 POKE CB+C(X)+40*B(X),7 
400 NEXT X 

409 REM —PAUSE— 

410 FOR T=1 TO 2000 
420 NEXT T 

429 REM —SET PRINT POSITION— 
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At last ... a computer magazine 
that talks to the kids who are talking 
the new language 



Right now, your kids are talking a 
new language: 

COMPUTER LANGUAGE. 
They're trying out new programs. 
Crossing new boundaries of com- 
munication. And experimenting 
with their computers' memory-the 
power of K. 

And they're having fun doing it! 

That's why K-POWER™-the brand 
new computer magazine for kids 
from Scholastic-is so important to 
your kids. 

Because it's packed with the same 
energy and excitement that makes 
pre-teens and teens want to learn 
all there is to know about comput- 
ers. With articles that teach them 
by asking them to take part-and be 
part of the future. 

Your kids will learn about exciting 
new programs-and ways to write 
their own. About the problems 

mmm\ mmAkw mm 



other members of the computer 
generation are finding-and solv- 
ing. About the brightest new 
stars in the computer field-and 
about some very surprising new 
technology. 

And K-POWER™ is kids. With 
input from its own K-NET-an elec- 
tronic network of computing kids. 
Plus jokes, tips, book and software 
reviews, interviews, games and 
contests. K-POWER™ is where 
your computer-age kids will turn to 
learn. 

Give your kids K-Power at a 
special Charter price and get a 
FREE gift. 

And right now, 7 issues (1 year) of 
K-POWER-are yours at the special 
rate of only $8.97. That's 34% off 
the cover price! Plus, with your 
paid subscription, you'll receive 
the K-POWER Collection FREE! It's 
our exclusive programming book 
with 10 one-of-a-kind computer 
games and puzzles. Just mail in 
the coupon or attached post-paid 
card to subscribe today! 




SAVE 34% 



□ YES, please enter | 
my 7 issue (1 year) 
Subscription to K- 
POWER at the special 
rate of S8.97 (a savings 
of MZl off the cover 
price!) And please send 
me the K-POWER 
Collection FREE with my paid subscription. 
I understand that I may cancel my subscrip- 
tion if not completely satisfied and receive a I 
full refund for all unmailed copies. | 
□ I want to SAVE EVEN MORE! Send me | 
14 issues (2 years) for just $14.97. That's a | 
full 45% off the cover price. 



□ Payment enclosed. 
Send my FREE 
"K- Power" Collec- 
tion right away. 



Name _ 



□ Please bill me later. 
Send my FREE 
"K-Power" Collec- 
tion upon receipt 
of payment. 

-Age 



Address . 



(please print) 



City . 



-State Zip_ 



Return to: K-POWER™, P.O. BOX 2725 



Boulder, Colorado 



5DMP8 



K-POWER is a trademark of Scholastic Inc. 
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BEGINNER PROGRAMS 



430 POKE 214,12 
440 PRINT 

449 REM —PRINT CLOSING MESSAGE — 

450 PRINT TAB(15);CHR$C5);"PRESS <R> FOR AN INSTANT" 
460 PRINT TABC17) ;"REPLAY OR <Q> TO QUIT." 

469 REM —WHEN KEY IS PRESSED, STOP OR START OVER— 

470 GET K$ 

480 IF K$="Q" THEN PRINT CHR$(147) ; : END 
490 IF K$="R" THEN RESTORE:GOTO 60 
500 GOTO 470 

1000 DATA 5,20,24,0,39,7,0,1,35,39,7,2,2,36,39 
1010 DATA 7,3,3,37,39,7,4,4,38,39,9,22,22,10,12 
1020 DATA 9,23,23,9,13,9,8,21,10,11 
2000 DATA 10,7,10,6,10,5,10,4,9,7,8,8,12,7,13,8 
2010 DATA 13,6,11,5,9,5,8,5,7,4,6,5,5,6,12,4,14,5 
2020 DATA 15,6,8,3,6,3,5,2,4,3,11,3,13,3,14,3,15 
2030 DATA 2,16,3,17,4,16,1,14,1,10,2,11,1,8,2,7,1 
3000 DATA 13,0,22,11,6,24,16,7,21,17,2,24,12,2 
3010 DATA 21,3,4,23,6,1,24,7,6,23,8,9,21,9,1,22 
3020 DATA 15,4,23,18,5,20,4,7,21,14,9,20,9,4,20 

IBM PC w/Color Graphics Adapter & IBM PCjr 
Palling Again 

10 DIM R(15),C(15),B(15) 

20 KEY OFF 

30 WIDTH 40 

40 SCREEN 0,1 

50 LOCATE ,,0 

60 COLOR ,2 

70 CLS 

79 REM —DRAW IN LARGE, REGULAR AREAS OF PICTURE— 

80 FOR X=1 TO 10 

90 READ KO,R1,R2,C1,C2 

100 COLOR KO 

110 FOR Y=R1 TO R2 

120 LOCATE Y,C1 

130 PRINT STRING$(C2-C1,219); 

140 NEXT Y,X 

149 REM —DRAW BRANCHES OF TREE— 

150 FOR X=1 TO 34 
160 READ BR,BC 
170 LOCATE BR,BC 
180 PRINT CHR$(219) 
190 NEXT X 

199 REM —DRAW LEAVES — 

200 COLOR 2 

210 FOR 1=1 TO 15 
220 READ R(I),C(I),B(I) 
230 LOCATE C(I),R(I) 
240 PRINT CHR$(219) 
250 NEXT I 

259 REM —MAKE THE LEAVES FALL— 

260 COLOR 14 

270 FOR X=1 TO 15 

280 LOCATE C(X),R(X) 

290 PRINT CHR$(219) 

300 FOR T=1 TO RND*1 000+1 

310 NEXT T 

320 COLOR 1 

330 LOCATE C(X),R(X) 

340 PRINT CHR$(219) 

350 FOR Y=C(X)+1 TO B(X)-1 

360 HK=SCREEN(Y,R(X),1) MOD 16 

370 COLOR 14 

380 LOCATE Y,R(X) 

390 PRINT CHR$(219) 

400 FOR T=1 TO RND*70+20 

410 NEXT T 

420 COLOR. HK 

430 LOCATE Y,R(X) 

440 PRINT CHR$(219) 

450 NEXT Y 

460 COLOR 14 

470 LOCATE B(X),RCX) 

480 PRINT CHR$(219) 

490 NEXT X 



499 REM —PAUSE; THEN PRINT CLOSING MESSAGE— 

500 FOR D=1 TO 3000 
510 NEXT D 

520 COLOR 0,1 
530 LOCATE 14,16 

540 PRINT "PRESS <R> FOR AN INSTANT" 
550 LOCATE 15,16 

560 PRINT "REPLAY OR <Q> TO QUIT." 

569 REM —WHEN KEY IS PRESSED, STOP OR START OVER— 

570 K$=INKEY$ 

580 IF K$="Q" THEN COLOR 7,0:CLS:END 
590 IF K$="R" THEN RESTORErGOTO 60 ELSE 570 
1000 DATA 1,1,16,1,41,2,17,23,1,41,14,4,4,39,41 
1010 DATA 14,3,3,38,41,14,2,2,37,41,14,1,1,36,41 
1020 DATA 6,22,22,9,15,6,21,21,11,14,6,8,20,12,13 
1030 DATA 6,9,20,13,14 

2000 DATA 9,11,8,11,7,11,6,11,9,10,10,9,9,13,10,14,8 
2010 DATA 14,7,12,7,10,7,9,6,8,7,7,8,6,6,13,7,15,8 
2020 DATA 16,5,9,5,7,6,4,5,5,5,12,5,14,5,15,4,16 
2030 DATA 5,17,6,18,3,17,3,15,4,11,3,12,4,9,3,8 
2040 DATA 14,3,21,11,7,22,17,9,19,15,11,22,12,2,23 
3000 DATA 6,5,20,7,3,22,7,9,19,9,11,19,9,2,22 
3010 DATA 17,4,21,18,6,22,5,7,23,14,7,23,10,4,20 

TI-99/4 A/ Falling Again 

10 DIM R(15),C(15),B(15) 
20 A$="FFFFFFFFFFFFFFFF" 
30 CALL CHAR(120,A$) 
40 CALL CHAR(128,A$) 
50 CALL CHAR(136,A$) 
60 CALL CHAR(144,A$) 
70 CALL CHAR(152,A$) 
80 CALL C0L0RC12, 11,11) 
90 CALL C0L0R(13,4,4) 
100 CALL C0L0R(14,7,7) 
110 CALL C0L0RC15, 13,13) 
120 CALL C0L0R(16,6,6) 
130 CALL CLEAR 
140 CALL SCREENC6) 

149 REM —DRAW IN LARGE, REGULAR AREAS OF PICTURE— 

150 FOR X=1 TO 9 

160 READ K0,R1,R2,C1,C2 
170 FOR Y=R2 TO R1 STEP -1 
180 FOR Z=C2 TO C1 STEP -1 
190 CALL HCHAR(Y,Z,KO) 
200 NEXT Z 
210 NEXT Y 
220 NEXT X 

229 REM —DRAW BRANCHES OF TREE— 

230 FOR X=1 TO 28 
240 READ BR,BC 

250 CALL HCHAR(BR,BC,136) 
260 NEXT X 

269 REM —MAKE THE LEAVES FALL— 

270 FOR X=1 TO 15 

280 READ R(X),C(X),B(X) 

290 CALL HCHAR(R(X),C(X),144) 

300 NEXT X 

310 FOR X=1 TO 15 

320 CALL HCHAR(R(X),C(X),120) 

330 FOR T=1 TO RND*400+1 

340 NEXT T 

350 CALL HCHAR(R(X),C(X),152) 
360 FOR Y=R(X)+1 TO B(X)-1 
370 CALL GCHAR(Y,C(X),HK) 
380 CALL HCHAR(Y,C(X),120) 
390 FOR T=1 TO RND*30+10 
400 NEXT T 

410 CALL HCHAR(Y,C(X),HK) 
420 NEXT Y 

430 CALL HCHAR(B(X),C(X),120) 
440 NEXT X 

449 REM —PAUSE; THEN PRINT CLOSING MESSAGE— 

450 FOR T=1 TO 1500 
460 NEXT T 

470 R0=15 
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480 FOR X=1 TO 3 
490 READ 1$ 

500 FOR WC=1 TO LEN(IS) 

510 CALL HCHAR(R0,WC+13,ASC(SEGS(I$,WC,1))) 
520 NEXT WC 
530 R0=R0+1 
540 NEXT X 

549 REM — WHEN KEY IS PRESSED, STOP OR START OVER — 

550 CALL KEY(3,K,P) 
560 IF K<>81 THEN 590 
570 CALL CLEAR 

580 END 

590 IF K<>82 THEN 550 
600 RESTORE 
610 GOTO 130 

1000 DATA 128,19,24,1,32,120,1,2,27,32,120,3,3,28,32 
1010 DATA 120,4,4,29,32,120,5,5,30,32,120,6,6,31,32 
1020 DATA 136,22,22,6,10,136,21,21,7,9,136,10,20,7,8 
2000 DATA 9,7,8,6,9,5,10,4,7,7,6,6,9,9,10,10,11,11 
2010 DATA 8,10,7,11,8,12,7,9,6,12,5,11,6,8,5,7,8,4 
2020 DATA 7,3,6,4,5,3,4,10,3,11,3,9,4,8,3,7,4,6,3,5 
3000 DATA 11,4,19,12,12,21,8,8,23,8,3,21,7,10,21,2 
3010 DATA 7,24,5,5,22,4,2,22,5,13,22,3,9,24,9,11,19 
3020 DATA 5,13,20,5,9,20,2,4,23,2,12,23 
4000 DATA PRESS <R> FOR AN, INSTANT REPLAY 
4010 DATA OR <Q> TO QUIT. 

Timex Sinclair 1000 w/16K RAM Pack & Timex 
Sinclair 1500 Falling Again 

10 DIM R(11,3) 
20 DIM T(5) 

30 LET SCRN=PEEK 16396+256*PEEK 16397 
40 FAST 

49 REM — DRAW IN LARGE, REGULAR AREAS OF PICTURE— 

50 LET D$="16, 21 ,0,31, 134, 7, 19,6,7, 128, 0,1, 26, 31, 136, 2 
,2,27,31,136,3,3,28,31,136," 

60 LET P1=1 

70 LET P2=1 

80 FOR X=1 TO 5 

90 FOR Y=1 TO 5 

100 GOSUB 1000 

110 LET T(Y)=VAL N$ 

120 NEXT Y 

130 FOR Z=T(1) TO T(2) 
140 FOR R=T(3) TO T(4) 
150 PRINT AT Z,R;CHR$ T(5) 
160 NEXT R 
170 NEXT Z 
180 NEXT X 

189 REM —DRAW BRANCHES OF TREE— 

190 LET D$= M 1, 4,1, 9,2, 1,2, 5, 2, 6, 2, 8,2, 11, 2, 12, 3, 2, 3, 4, 
3,9,3,11,4,3,4,6,4,10,4,12,5,4,5,7,5,9,6,3,6,5,6,6,6,8 
,6,10," 

200 LET P1=1 
210 LET P2=1 
220 FOR X=1 TO 24 
230 GOSUB 1000 
240 LET A=VAL N$ 
250 GOSUB 1000 

260 PRINT AT A,VAL N$;CHR$ 128 
270 NEXT X 
280 SLOW 

289 REM —DRAW LEAVES— 

290 LET D$="0,8,20,1,6,20,1,10,17,1,12,21,2,4,19,2,9,1 
9,4,2,18,4,5,18,4,7,21,6,11,19,7,3,16," 

300 LET P1=1 

310 LET P2=1 

320 FOR X=1 TO 11 

330 FOR Y=1 TO 3 

340 GOSUB 1000 

350 LET R(X,Y)=VAL N$ 

360 NEXT Y 

370 PRINT AT R(X,1 ) ,R(X,2) ;CHR$ 136 
380 NEXT X 

389 REM —MAKE THE -LEAVES FALL— 

390 FOR X=1 TO 1*1 



400 PRINT AT R(X,1 ),R(X,2);" " 
410 FOR Y=R(X,1)+1 TO R(X,3)-1 
420 LET PK=PEEK (SCRN+R(X,2) +Y*33+1 ) 
430 PRINT AT Y,R(X,2);CHR$ 136 
440 PRINT AT Y,R(X,2);CHR$ PK 
450 NEXT Y 

460 PRINT AT R(X,3) ,R(X,2) ;CHR$ 136 
470 NEXT X 

479 REM —PAUSE, THEN PRINT CLOSING MESSAGE— 

480 PAUSE 120 

490 PRINT AT 18,14;"PRESS <R> FOR AN" 

500 PRINT AT 1 9,1 4; "INSTANT REPLAY" 

510 PRINT AT 20,14;"0R <Q> TO QUIT." 

520 LET K$=INKEY$ 

530 IF K$="Q" THEN GOTO 570 

540 IF K$<>"R" THEN GOTO 520 

550 CLS 

560 GOTO 40 

570 CLS 

580 STOP 

999 REM —SIMULATE READ/DATA STATEMENTS— 

1000 IF D$(P1)="," THEN GOTO 1030 
1010 LET P1=P1+1 

1020 GOTO 1000 

1030 LET N$=D$(P2 TO P1-1) 

1040 LET P1=P1+1 

1050 LET P2=P1 

1060 RETURN 

TRS-80 Color Computer/ Falling Again 

10 DIM R(13),C(13),B(13) 
20 CLS(O) 

29 REM —DRAW IN LARGE, REGULAR AREAS OF PICTURE— 

30 FOR X=1 TO 8 

40 READ K0,R1,R2,C1,C2 
50 FOR Y=R2 TO R1 STEP -1 
60 FOR Z=C2 TO C1 STEP -1 
70 PRINTa)Z+32*Y,CHR$(143+K0); 
80 NEXT Z,Y,X 

89 REM —DRAW BRANCHES OF TREE— 

90 FOR X=1 TO 21 
100 READ BC,BR 

110 PRINTaBC+32*BR,CHR$(128); 
120 NEXT X 

129 REM —DRAW LEAVES— 

130 FOR X=1 TO 13 

140 READ C(X),R(X),B(X) 

150 PRINTaC(X)+32*R(X),CHR$(143); 

160 NEXT X 

169 REM —MAKE THE LEAVES FALL— 

170 FOR X=1 TO 13 

180 PRINTaC(X)+32*R(X),CHR$(143+16); 
190 FOR T=1 TO RNDC800) 
200 NEXT T 

210 PRINTaC(X)+32*R(X),CHR$(1 43+32); 

220 FOR Y=R(X)+1 TO B(X)-1 

230 HK=PEEK(1024+C(X)+32*Y) 

240 PR INTaC < X ) +32*Y ,CHR$ ( 1 43+1 6 ) ; 

250 FOR T=1 TO 10+RNDC100) 

260 NEXT T 

270 PRINTaC(X)+32*Y,CHR$(HK); 
280 NEXT Y 

290 PRINTaC(X)+32*B(X),CHR$(1 43+16); 
300 NEXT X 

309 REM —PAUSE; THEN PRINT CLOSING MESSAGE— 

310 FOR T=1 TO 2000 
320 NEXT T 

330 PRINT3431, "PRESS <R> TO SEE"; 
340 PRINTa463,"AN INSTANT REPLAY"; 
350 PRINT3495,"0R <Q> TO QUIT."; 

359 REM —WHEN KEY IS PRESSED, STOP OR START OVER— 

360 K$=INKEY$ 

370 IF K$="Q" THEN CLS: END 
380 IF K$="R" THEN RESTORE: GOTO 20 ELSE 360 
1000 DATA 0,11,15,0,31,32,0,10,0,31,16,0,1,28,31 
1010 DATA 16,2,2,29,31,16,3,3,30,31,-15,13,13,6,10 
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1020 DATA -15,12,12,7,9,-15,5,11,7,8 

2000 DATA 5,5,6,4,7,4,9,4,2,4,3,3,5,3,7,3,10,3,11,3 

2010 DATA 12,2,4,2,8,2,2,2,1,1,5,1,6,1,9,1,11,1 

2020 DATA 13,1,7,0 

3000 DATA 13,3,11,8,3,14,2,1,14,5,6,12,0,2,13,14,1 

3010 DATA 12,6,2,14,1,5,12,4,0,15,10,4,12,11,2,14 

3020 DATA 4,4,13,10,0,15 

TRS-80 Model III/ Falling Again 

10 CLEAR 100 

20 DIM R(14),C(14),B(14) 

30 SB=15360 

40 CLS 

49 REM —DRAW IN LARGE, REGULAR AREAS OF PICTURE— 

50 PRINTa704,STRING$(64,131); 
60 FOR X=1 TO 4 

70 READ R1,R2,C1,C2 
80 FOR Y=R2 TO R1 STEP -1 
90 FOR Z=C2 TO C1 STEP -1 
100 PRINTaZ+64*Y,CHR$(191); 
110 NEXT Z,Y,X 

119 REM —DRAW BRANCHES OF TREE— 

120 FOR X=1 TO 84 
130 READ LO,CH 

140 PRINTaLO,CHR$(CH); 
150 NEXT X 

159 REM —DRAW LEAVES— 

160 FOR X=1 TO 14 

170 READ R(X),C(X),B(X) 

180 POKE SB+C(X)+64*R(X),194 

190 NEXT X 

199 REM —MAKE THE LEAVES FALL— 

200 FOR X=1 TO 14 

210 FOR T=1 TO RNDC800) 
220 NEXT T 

230 POKE SB+C(X)+64*R(X),128 
240 FOR Y=R(X)+1 TO B(X)-1 



250 HK=PEEK(SB+C(X)+64*Y) 
260 POKE SB+C(X)+64*Y,194 
270 FOR T=1 TO 10+RNDC70) 
280 NEXT T 

290 POKE SB+C(X)+64*Y,HK 
300 NEXT Y 

310 POKE SB+C(X)+64*B(X),194 
320 NEXT X 

329 REM —PAUSE; THEN PRINT CLOSING MESSAGE— 

330 FOR T=1 TO 2000 
340 NEXT T 

350 PR INT3867, "PRESS <R> FOR AN INSTANT"; 
360 PRINT3931, "REPLAY OR <Q> TO QUIT."; 

369 REM —WHEN KEY IS PRESSED, STOP OR START 

370 K$=INKEY$ 

380 IF K$="Q" THEN CLS: END 
390 IF K$="R" THEN RESTORE:GOTO 40 ELSE 370 
1000 DATA 0,0,53,63,1,1,54,63,2,2,59,63,6,13, 
2000 DATA 117,139,183,131,184,139,185,143,186 
2010 DATA 168,846,176,847,190,788,144,852,191 
2020 DATA 854,144,393,131,330,152,331,131 ,332 
2030 DATA 191,334,129,335,138,336,191,337,180 
2040 DATA 340,159,342,141,345,130,346,131,347 
2050 DATA 152,263,131,265,136,266,176,270,186 
2060 DATA 272,188,273,144,274,130,275,191,276 
2070 DATA 131,278,189,280,171,281,177,283,160 
2080 DATA 285,135,200,152,201,137,202,176,203 
2090 DATA 131,205,141,206,176,207,132,209,152 
2100 DATA 211,149,213,170,214,140,215,166,217 
2110 DATA 134,136,164,140,170,141,181,142,176 
2120 DATA 144,135,147,191,148,129,150,152,152 
2130 DATA 137,76,144,77,160 

3000 DATA 78,134,83,130,84,164,85,152,86,131, 
3010 DATA 89,152,10,160,19,144,23,176,4,12,12 
3020 DATA 13,4,30,14,2,7,14,5,28,13,5,6,12,6, 
3030 DATA 14,12,5,23,12,3,27,14,1,15,14,1,26, 
3040 DATA 14,0,11,15 



OVER — 



16,1 9 
,143,783 
,853,180 
,181,333 
,339,191 
,131,262 
,271,141 
,170,277 
,284,176 
,153,204 
,210,171 
,160,218 
,143,156 
,154,75 

88,160 
,0,24 
8,13,6 
15,2,21 



Write a 200-line program 

intwo /2l/Y] 
minutes. 

It's easy with Wiley 
book/disk sets* 




ART AND GRAPHICS 
ON THE APPLE®ll/lle 
Book and Disk 

William H. DeWitt 

This book/disk set lets you write your 
own graphics programs— games, art, 
business charts, and more— without 
keying in hundreds of statements! The 
book is a complete guide to graphics 
programming. It teaches you how to 
use the Apple's unique system of 
shape tables to create, store, and recall 
images, and introduces "conceptual 
programming," a new technique that 
permits you to manipulate sophisti- 
cated graphics with unprecedented 
ease. The disk contains all the pro- 
grams and subroutines in the book 
(over 60!), ready to run and error-free. 
Book/Disk Set: $39.90 




Book/disk sets for file 
management and spreadsheet 
applications—complete with 
ready-to-run programs! 

APPLE* BASIC 

Data File Programming 
LeRoy Finkel & Jerald Brown 
$34.90 



USING VISICALC® 

Getting Down to Business 
Applet II Version 
Carol Klitzner & 
Matthew J. Plociak, Jr. 
$56.90 



Wiley Press guides have taught more than 
three million people to program, use, and 
enjoy microcomputers. Look for them at your 
local bookshop or computer store. For a com- 
plete list of Wiley Book/Disk sets for the Apple, 
write to Gwen Jones. Dept. 5-1190. 

WILEY PRESS 

a division of John Wiley & Sons, Inc. 
605 Third Avenue. New York, NY 10158 
Pnces subject to change and higher in Canada. 

Apple - is a registered trademark of Apple Computer. 
VisiCalc' is a registered trademark of Visicorp. 
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lust one more rrason to buy 
Scholastic educational 
software for 
the Commodore 64. 



We really don't want you to buy 
Wizware™ just for the price. Because 
too many educational programs come 
with a great price on the outside and 
nothing much on the inside. 

You— and your kids— won't be dis- 
appointed by Wizware. We've put 
everything we've learned from five 
generations of kids into our software. 
And the result is programs that teach 
and stimulate young minds like no 
other educational software. 

For example, Wizware uses a child's 
natural curiosity to teach the basics 
of computer programming and elec- 
tronic filing systems in programs like 
Pbster,™ Turtle Tracks,™* Secret 
Filer™ and Square Pairs.™ Young 
kids especially find all four irresistible. 

Double Feature Mystery™ and 
Double Feature Adventure™ stories 
let kids choose from alternate twists of 



the plot. And actually make them want 
to learn how r to read and write. 

So we'd rather you buy Wizware 
because of what it does for your 
children. But, of course, it's always 
nice to know that Wizware is one of the 
most affordable families of educational 
software for the Commodore 64.t 

Ask for Wizware wherever you buy 
your computer software. Or contact 
Scholastic Wizware, 730 Broadway, 




TURTLE TRACKS 



New York, NY 10003, 212-505-3000 for 
the name of your nearest Wizware 
merchant. 

^Scholastic 
Software 

The most trusted name in learning. 

'Turtle Tracks SJ9.H',. 

tAll programs also available in Apple versions. Turtle Tracks 
tit so tuaUable in Atari and IBM versions. Stpiare fairs also 
available in Atari vi'rsion. 




Poster, Secret Filer and Double Feature Mystery /Adventure designed and developed by Information Technology I )osign 
Associates. Turtle Tracks designed and developed by Thomas K. Smith. Square Pairs designed and developed by 
Glenn M. Kleiman. Teaching Tools: Software, Inc. 
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VtC-20 Falling Again 

10 DIM R(15),C(15),B(15) 
20 SB=7680 
30 CB=38400 

39 REM — SET SCREEN AND BORDER COLOR— 

40 POKE 36879,25 

50 PRINT CHR$(147); 

59 REM —DRAW IN LARGE, REGULAR AREAS OF PICTURE— 

60 FOR X=1 TO 9 

70 READ KO,R1,R2,C1,C2 
80 FOR Y=R2 TO R1 STEP -1 
90 FOR Z=C2 TO C1 STEP -1 
100 POKE CB+Z+22*Y,K0 
110 POKE SB+Z+22*Y,160 
120 NEXT Z,Y,X 

129 REM —DRAW IN BRANCHES OF TREE— 

130 FOR X=1 TO 23 
140 READ BC,BR 

150 POKE CB+BC+22*BR,9 
160 POKE SB+BC+22*BR,160 
170 NEXT X 

179 REM —DRAW LEAVES— 

180 FOR X=1 TO 15 

190 READ C(X),R(X),B(X) 
200 POKE CB+C(X)+22*R(X),5 
210 POKE SB+C(X)+22*R(X),160 
220 NEXT X 

229 REM —MAKE THE LEAVES FALL— 

230 FOR X=1 TO 15 

240 POKE CB+C(X)+22*R(X),7 
250 FOR T=1 TO RND(0)*800+1 
260 NEXT T 

270 POKE CB+C(X)+22*R(X),6 
280 FOR Y=R(X)+1 TO B(X)-1 
290 HK=PEEK(CB+C(X)+22*Y) 
300 HS=PEEK(SB+C(X)+22*Y) 
310 POKE CB+C(X)+22*Y,7 
320 POKE SB+C(X)+22*Y,160 



330 FOR T=1 TO 10+RND(0)*70 
340 NEXT T 

350 POKE CB+C(X)+22*Y / HK 
360 POKE SB+C(X)+22*Y,HS 
370 NEXT Y 

380 POKE CB+C(X)+22*B(X),7 
390 NEXT X 

399 REM —PAUSE— 

400 FOR T=1 TO 2000 
410 NEXT T 

419 REM —SET PRINT POSITION— 

420 POKE 214,10 
430 PRINT 

439 REM —PRINT CLOSING MESSAGE— 

440 PRINT TAB(8);"PRESS <R> FOR" 
450 PRINT TABC10) ;"AN INSTANT" 
460 PRINT TAB(8) ;"REPLAY OR <Q>" 
470 PRINT TAB(11); M T0 QUIT." 

479 REM —WHEN KEY IS PRESSED, STOP OR START OVER — 

480 GET K$ 

490 IF K$ =,, Q" THEN PRINT CHR$(147) ; : END 
500 IF K$="R" THEN REST0RE:G0T0 50 
510 GOTO 480 

1000 DATA 5,17,22,0,21,6,0,16,0,21,7,0,1,17,21,7,2 
1010 DATA 2,18,21,7,3,3,19,21,7,4,4,20,21,0,20,20 
1020 DATA 4,8,0,19,19,5,7,0,6,18,5,6 
2000 DATA 5,5,4,5,3,6,2,7,7,5,8,4,9,5,10,6,11,5,6 
2010 DATA 4,3,4,2,3,1,4,1,2,7,3,5,3,4,2,3,1,6,2,7 
2020 DATA 1,9,1,10,2,9,3 

3000 DATA 0,1,17,1,5,19,2,0,22,2,8,18,3,2,20,4,4,19 
3010 DATA 5,1,22,6,3,21,7,6,18,8,0,21,8,2,19,9,4,20 
3020 DATA 10,0,21,11,2,22,11,7,18,12,5,19 



SOLUTION TO LAST MONTH'S PUZZLE: 

Mr. Harry Winkler was abducted by the Outer People while watching 
the 1969 moon walk on television. (His flavor association refers to the - 
orange drink. Tang, which the astronauts drank on the journey.) Mr. j_ 
Winkler's less recent memory is of a toothpaste commercial. Ja | 



LEARN 
PROGRAMMING 



MASTER COMPUTERS 
IN YOUR OWN HOME 

Now you can write programs and get a 
computer to do just wtiat you want. Get the 
most out of any computer, and avoid having 
to pay the high price ot pre-packaged 
software 

LEARN AT YOUR OWN PACE 
IN YOUR SPARE TIME 

Our independent study program allows you 
to learn about computers, operations, appli- 
cations and programming in your spare time, 
at home Our instructors provide you with 
one-on-one counseling 



LEARN EVEN BEFORE YOU DECIDE ON A COMPUTER 

Everything is explained in simple language. You will enjoy teaming to 
use a computer -EVEN F YOU DON'T OWN ONE Learn to program on 
any personal computer IBM. APPLE COMMOOORE. TRS. Tl and more 

BE YOUR OWN COMPUTER EXPERT 
Programming is the best way to learn to use computers, and we can 
show you the best -and most economical -way to learn programming! 

Send today for your free information package No obligation No 
salesman will call 




halix 



CENTER FOR COMPUTER EDUCATION 



INSTITUTE 



1 743 South Uvuyyt! Aw Los Angete& CaMorru 90006 



HALIX CENTER FOR COMPUTER EDUCATION DEPT 529 
1743 SO VERMONT AVE LOS ANGELES CA 90006 

YES' Send me rlotmaton on how I can learn about computers and pro 
grammng at home 1 



-Age . 



Ofy_ SMe/Ze . 

□ I already have a computer avalabte 
| Mate Model _ 



Tl 99/4A Owners . 

Get this free catalog of system 
expanding software, periph- 
erals and accessories. 

Triton Products Company is dedi- 
cated to bringing you one of the best 
selections of Tl 99/4A compatible 
products available. And our trained 
customer service personnel will 
assist you in choosing the products 
that will help you get the job done. 

Below are just 3 of the hundreds of 
Tl 99/4A products that we have 
available. 




FREE 

catalog or to place 
an order Call toll free 

(800) 227-69C 

California residents call toll 
(800) 632-4777. 



nations, 

$25. 

1ER 

p by step 
ains con- 

This is 



Speech Synthesizer 

Reproduces human 
speech electronically, 
accurately and realist- 
ically when used with 
one of Tl's solid state 
software cartridges de- 
signed for speech. It 
plugs directly into your 
Tl 99/4A without exter- 
nal cables. 
ltem#XXBJ Only $49. 



SUPERSKETCH 
Graphics Tablet 

Create high quality 
computer graphics in 
color. Draw free hand, 
trace pictures, paint in 
a combination of bril- 
liant colors. You're only 
limited by your imagi- 
nation. 

ltem#VABA Only $59. 95 



Tl Expansion Sy: Tl Edit- 

Includes the P-Box 
Memory Expan 
Care, Single-sided 
Drive and Disk 
trollerCard. For RS 
Card 7 Item XXBB,-^ 
$99.95. 

ltem#XXBA Only $441^ MO 
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PRODUCTS COM 
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PRINTER ACCESSORIES FROM 



DIGITAL DEVICES £) 

III 



PRINTER 



Expand your Atari® or Commodore® 
computer with Digital Devices 
U • PRINT. We make it simple to add 
any printer you choose. U • PRINT 
; nterfaces feature industry standard 
Centronics parallel connectors to hook 
jp an Epson, Star, NEC, C.ltoh, 
Dkidata, or any other printer. 



T.M. 



BUFFER 



A 



C= 



• EXTRA SERIAL PORT FOR DAISY 
CHAINING OTHER PERIPHERALS. 

• COMPATIBLE WITH ALL ATARI 
HARDWARE AND SOFTWARE. 

U • PRINT MODEL A 

• EMULATION OF COMMODORE 
PRINTERS, INCLUDING GRAPHICS. 

• COMPATIBLE WITH ALL 
COMMODORE HARDWARE AND 
SOFTWARE. 

U • PRINT MODEL C 



Ever get stuck while your printer 
catches up? The PRINTER BUFFER 
eliminates waiting by rapidly accepting 
data in memory, then relaying it at the 
printer's rate, freeing the computer for 
your next job. User-upgradable memory 
(16k to 64k) allows up to 32 pages of 
data to be stored. 



A 



PRINTER 




Lightweight, easy to install, and 
ith a one-year warranty, U • PRINT 
\/es you a choice! 



Compatible with U • PRINT and 
featuring a one-year warranty, the 
PRINTER BUFFER is the low cost way to 
make your computer even faster! 



r 

I 



Quality Products Made In USA From 

DIGITAL DEVICES §> 

Corporation 

430 Tenth Street, Suite N205 Atlanta, Georgia 30318 
In Georgia (404) 872-4430; Outside Georgia (800) 554-4898 
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PROGRAMMING P.S. 



119 REM — START INPUT LOOP — 

120 FOR X=1 TO 3 
130 READ T$,V$ 

HO IF X>1 THEN CLS 

150 PRINT "WHAT ";T$;" DOES YOUR FATHER" 
160 PRINT V$;"?" 
170 PRINT 

180 PRINT "(10 LETTERS OR FEWER, PLEASE.)" 
190 PRINT 

200 PRINT "HE ";V$(1 TO 4);"S ";V$(6 TO ); 
210 INPUT F$ 

220 IF LEN F$>10 THEN 60 TO 170 
230 LET C$(X)=F$ 

240 LET C$(X,11 TO 12)=STR$ LEN F$ 

249 REM — RATE DAD — 

250 CLS 

260 PRINT "ON A SCALE OF 1 TO 10," 
270 PRINT "HOW GOOD IS YOUR DAD AT" 

280 PRINT V$(6 TO );" ";C$(X,1 TO VAL C$(X,11 TO 12)); 
290 INPUT S(X) 

300 IF S(X)<1 OR S(X)>10 THEN 60 TO 250 
310 NEXT X 

319 REM — END OF INPUT LOOP — 

320 CLS 

330 PRINT "PRESS <ENTER>, THEN GET YOUR", "DAD." 

340 LET R$=INKEY$ 

350 IF R$<>CHR$ 13 THEN 60 TO 340 

360 CLS 

370 PRINT "HI DAD!" 

380 PRINT "PRESS <ENTER> TO SEE" 

390 PRINT "HOW GOOD YOU ARE AT ..." 

400 LET R$=INKEY$ 

410 IF R$OCHR$ 13 THEN GO TO 400 

419 REM ~ PRINT LABELS — 

420 CLS 
430 RESTORE 

440 LET C$(4)="A FATHER 8" 

450 LET S(4)=20 

460 FOR X=1 TO 13 STEP 4 

470 LET Q=INT(X/4)+1 

480 READ T$,V$ 

490 PRINT AT X,0;V$(6 TO ) 

500 PRINT C$(Q, TO VAL C$(Q,11 TO 12)) 

510 NEXT X 

519 REM — DRAW GRAPHICS — 

520 FOR X=1 TO 13 STEP 4 
530 READ COLR 

540 INK COLR 

550 FOR C=11 TO 11+SCINT (X/4)+1) 

560 FOR R=X TO X+1 

570 PRINT AT R,C;CHR$ 143; 

580 NEXT R 

590 NEXT C 

600 NEXT X 

610 INK 0 

620 PRINT AT 17,7;"HAPPY FATHER'S DAY!" 

630 PRINT AT 19,25-LEN N$;"LOVE, ";N$ 

640 LET R$=INKEY$ 

650 IF R$="" THEN GO TO 640 

660 STOP 

1000 DATA "SPORT", "LIKE PLAYING" 
1010 DATA "CHORE", "HATE DOING" 
1020 DATA "GAME", "LIKE PLAYING" 
1030 DATA "NULL", "NULL BEING" 
1040 DATA 4,3,6,2 

Timex Sinclair 1000 w/16K RAM Pack & Timex 
Sinclair 1 500/P/i one Cost Monitor (May, page 70) 
You must add two lines and change a third in order to 
make this program work correctly. Add lines 60 and 65: 

60 LET TM=0 
65 LET SP=0 

Then change AA to AT in line 770: 




770 IF SEOO AND FL=0 AND MIN>=BG THEN LET C0=C0+AT 



• . . AND ENHANCEMENTS 

Once you've typed in and enjoyed one or more of our pro- 
grams, we hope youll try experimenting with them (re- 
member, nothing you type in can harm your computer!). 
It's a great way to learn more about programming, and in 
the process, you might produce a version that you like 
even more. 

Many of our readers have sent us success stories. One 
reader added sound to make a game more enjoyable. An- 
other suggested slowing down a game so her 83-year-old 
mother could play it. We'll publish the best of these 
changes in this column. 

We also encourage you to try translating our programs 
for other computers — especially the reader- written pro- 
grams, which appear each month for only one computer. 
If you're willing, well publish your name and address 
here so that other owners of your brand of computer can 
write you (with a stamped, self-addressed envelope, of 
course) for copies of your translation. 

ADAM Disk Label Maker (June, page 74) 
Clevelander Larry Taylor writes, "I ran the Disk Label 
Maker and by adding the following lines was able to 
make it print two labels, side by side, in order to get 
twice as many labels on a page. Also, I can instruct the 
ADAM to print as many copies as I designate." Larry 
changed lines 330-380 to read 

330 FOR k=1 to c 

340 PRINT "*-*-*-*-*-*-*-*-*-*-*-*-★-*-★-★-*-* 

-*-*-*-*-*-*-*-*-*-*-★-★-*-*-*" 

350 PRINT "*";SPC<33);"*";SPC(3);"*";SPC(33);"*" 

360 PRINT ,, * ,, ;SPC((33-LEN(iS))/2);i$;SPC(17-LEN(i$)/2) 

; ,, *";SPC(3); M * ,, ;SPC((33-LEN(i$))/2);i$;SPC(17-LEN(i$)/ 

2);"*" 

370 PRINT M *";SPC(33);"*";SPC(3);"*";SPC(33);"*" 

380 PRINT "*-*-*-*-*-*-*-*-*-*-*-*-*-*-*-*-*-* *-★-* 

and added the following new lines: 

242 PRINT "How many copies would you Like?" 
328 INPUT c 
383 PRINTrPRINT 
385 NEXT k 

"Thank you for including programs for the ADAM com- 
puter," he adds. "I'm sure there are many ADAM owners 
who share my appreciation." And thank you, Larry, for 
sharing your idea. Until ADAM software is more widely 
available, it's especially important for ADAM owners to 
share their knowledge. 

If your labels aren't spaced the same as the ones Larry 
was using, you may have to add a few extra asterisks or 
spaces, but you can still use Larry's basic format. 



TI-99/4A w/TI BASIC Liberty Bell (July, page 58) 
"My 4-year-old son and I greatly enjoyed the Liberty Bell 
program," writes Gail L. Rich of Indianapolis, Indiana. 
They discovered that they could get a more bell-like tone 
on their TI by adding the following four lines: 

281 FOR V=0 TO 28 STEP 4 

282 CALL S0UND(-100,340,V) 

283 NEXT V 

284 CALL S0UND(-100,340,28) 

"Your magazine is unique!" Gail adds. "The programs 
in your center section are short enough for the busiest 
parent to type in, yet rewarding for young children to 
run. Providing versions for all of the popular home com- 
puter brands is a great service to your readers. Thank 
you!" 

o 
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K-Power 



— Computer Books — 

You've got your hands on the most power-packed 
magazine of the computer age - K-POWER. 

But look again. Something new in computer fun is 
coming up on the screen. . .some of the best and 
brightest computer books ever created! 
That's right. K-POWER Computer Books. With over 
30 action-packed BASIC language programs in each 



one. And more fun with the wonders of space, science, 
sports, codes, monsters and computer craziness than 
you've had in a long time, in any book. 

You don't have to be a hacker. Just type each program 
in yourself, and take off into micro-fun straight out of 
the future. 

Best of all, every program will run on all six of 
the most popular microcomputers*-now THAT'S 
K-POWER! 

♦RUNS ON COMMODORE', TP, APPLE*, ATARI', IBM PC AND IBM 
PCjr* MICROCOMPUTERS. 




Computer Space Adventures Computer Monsters Computer Craziness Computer Olympics 



From: 40 Scholastic Books 

A Division of Scholastic Inc. 



READER-WRITTEN PROGRAM 



PUTTING BABY TO SLEEP 
With a Commodore 64 



BY PEGGY HERRINGTON 




Pomelo, lulled fo sleep by her computerized teddy beor. 



The trouble started just be- 
fore our daughter, Pamela, 
turned one. Up to then she 
had been a model baby — all 
dimples and wet kisses. 

PEGGY HERRINGTON IS CI 

freelance writer and mother 
of two. She is currently 
writing a book called "1,000 
Years Of Music On Your 
Commodore 64." She lives in 
Albuquerque. New Mexico, 
and is an active member of 
The New Mexico Commodore 
Users' Group. 



And then, suddenly, she 
changed to a screaming 
dervish when left alone to 
settle down for the night in 
her toy-filled crib. 

Bedtime became unbear- 
able for her, her father, 
and me. My husband and I 
would let her kiss just 
about everything in the 
house good night. We 
would let her feed the fish, 
switch on the night light 
and switch off the over- 
head, and then lingeringly 



hug and kiss the two of us 
while we put her in the 
crib. We'd wind up her 
pink, musical teddy bear 
and slip from the room as 
she snuggled in. 

Moments later — like 
clockwork — it would hap- 
pen. The teddy bear would 
wind down before Pamela 
fell asleep and she would 
begin to cry. My husband 
and I would take turns go- 
ing back into her room to 
rewind that darned bear — 
again, and again, and 
again. Seven to 10 trips la- 
ter, Pamela would finally 
doze off. It seemed like a 
million trips. 

We tried everything. We 
let her cry it out but she 
outlasted both of us. We 
bought longer-playing 
stuffed animals, musical 
mobiles that dangled over- 
head, and horses and 
trains that rocked gently 
along the rail of her crib. 



Nothing worked. Pamela 
continued to howl if her 
old pink teddy bear wasn't 
singing away at her side. 

And then it struck me: 
Why not write a musical 
teddy bear program that 
would play endlessly on 
our recently purchased 
Commodore 64? 

HOW MY PROGRAM WORKS 

After you type in Teddy's 
Song and run it, a picture 
of a teddy bear will appear 
on the screen along with 
the sound of a winding 
key. Brahms' "Cradle 
Song" will start to play and 
soon the teddy bear will 
yawn and close his eyes 
and fall asleep. He will 
wake again when the mu- 
sic stops and the sound of 
the winding key begins. 
The music will start up, 
and the cycle will repeat it- 
self until you press the RUN/ 
STOP and RESTORE keys. 



Release the Magic in Your Computer 
with the KoalaPad™ 

■ Create beautiful, high-resolution graphics using the KoalaWare™ 
graphics program included with the KoalaPad. 

■ Choose from a growing library of other KoalaWare that includes learning 
and business tools for the whole family: 

Music — Spelling — LOGO — Geometric Design — 
Programming — Custom Controller for Business Software — 
Business Graphics — Computer-Aided Design — 
Printing Utilities — 

■ And it all happens at the touch of a finger or stylus. 




Phoenix. A2 85032 



1-800-431-8697 
List Price 

$109 

But For You 
$69 

Credit Cards Add 3% 
Shipping Add $6.00 

KoalaPad KoalaUare and the symbol 
are trademarks of Koala Technolo^m Corp 
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Your Direct Access ad reaches a 
paid circulation of more than 
375,000 FAMILY COMPUTING 
subscribers every month — 
at home. They're already 
very interested in computers 
and computing. 

PLACING YOUR AD 
To Place Your Ad in Direct Access 
Call (212) 505-3636 



I wish I could report that 
Teddy's Song solved our 
bedtime problem. Unfortu- 
nately, by the time the pro- 
gram was finished Pamela 
had graduated to another 



bedtime need: stories. I 
haven't been able to figure 
out how to get the comput- 
er to cuddle up with her in 
the recliner. But I'm work- 
ing on it. 



Commodore MI Teddy's Song 

10 DIM N%(53),DX(53):S=54272:V=53248:C=0 
20 FOR 1=0 TO 24:P0KE S+I,0:NEXT I 
30 POKE V+32,7:P0KE V+33,7 

40 PRINT CHR$(147):PRINT:PRINT TABC13) ;CHR$(1 51 );"TEDD 
Y'S S0NG M 

50 PRINT TAB(13);CHR$(30);"************ ,, :PRINT 
60 PRINT TAB(8);CHR$(28);"MUSIC BY JOHANNES BRAHMS" 
70 PRINT TAB<13);"(1833 - 1897)" 
80 POKE 214,19:PRINT 

90 PRINT TAB(13);CHR$(30);"************" 
100 FOR 1=0 TO 53: READ NX(I) ,DX(I) :NEXT I 
110 FOR S1=12288 TO 12543:READ Q1:P0KE S1,Q1:NEXT S1 
120 FOR 1=39 TO 42:P0KE V+I,9:NEXT I:P0KE V+23,15:P0KE 
V+29,15 

130 FOR 1=0 TO 7 : READ T:P0KE V+I,T:NEXT I 
140 POKE 2040,192:POKE 2043,195:P0KE V+21,9 
150 POKE 1442,81 :P0KE 55714,0 
160 POKE 1444,81 :P0KE 55716,0 
170 POKE 1561,223:P0KE 55833,5 

180 FOR 1=0 TO 2:P0KE 1 562+1, 98:P0KE 55834+1,5 :NEXT I 
190 POKE S+24,15 
200 FOR 1=1 TO 3 

210 FOR J=1 TO 9:P0KE S+14,3:P0KE S+15,125 :P0KE S+18,1 

29-.P0KE S+18,128:NEXT J 

220 FOR DELAY=1 TO 800:NEXT DELAY :NEXT I 

230 WD=INT(RND(0)*15)+39:T=53-WD 

240 POKE S+1,NX(C):P0KE S+5,11:P0KE S+15,N%(C)/2:P0KE 
S+4,21 

250 FOR DELAY=1 TO D%(C)+(T/2.5)*(T/2.5) :NEXT DELAY 
260 T=T+1:IF T=53 THEN POKE 2040,1 92:60T0 200 



270 IF T=(53-WD)+7 THEN POKE 2040,193 
280 IF T=(53-WD)+15 THEN POKE 2040,194 
290 C=C+1:IF C=54 THEN C=0 
300 POKE S+4,20:60T0 240 

1000 DATA 142,304,142,304,168,1024,142,304,142 
1010 DATA 304,168,1024,142,286,168,286,225,512 
1020 DATA 212,768,189,256,189,512,168,512,126,256 
1030 DATA 142,256,150,512,126,512,126,256,142,256 
1040 DATA 150,1024,126,256,150,256,212,256,189,256 
1050 DATA 168,512,212,512,225,1024,112,256,112,256 
1060 DATA 225,1024,189,256,150,256,142,256,168,768 
1070 DATA 142,256,112,256,150,512,168,512,189,512 
1080 DATA 168,1024,112,256,112,256,225,1024,189,256 
1090 DATA 150,256,168,1024,142,256,112,288,150,253 
1100 DATA 168,256,150,256,142,543,126,543,112,1088 
2000 DATA 62,0,124,127,0,254,235,129,215,213,129 
2010 DATA 171,235,255,215,127,255,254,31,255,248,12 
2020 DATA 126,48,24,60,24,56,60,28,124,126,62,255 
2030 DATA 255,255,255,231,255,251,255,223,249,255 
2040 DATA 159,252,255,63,126,0,126,63,0,252,31,129 
2050 DATA 248,15,255,240,7,255,224,0,62,0,124,127 
2060 DATA 0,254,235,129,215,213,129,171,235,255,215 
2070 DATA 127,255,254,31,255,248,12,126,48,27,189 
2080 DATA 216,127,255,254,243,231,207,236,231,55,223 
2090 DATA 255,251,191,195,253,255,129,255,255,0,255 
2100 DATA 127,0,254,63,0,252,31,129,248,15,195,240,7 
2110 DATA 255,224,0,62,0,124,127,0,254,235,129,215,213 
2120 DATA 129,171,235,255,215,127,255,254,63,255,252 
2130 DATA 15,255,240,31,255,248,55,219,236,123,189 
2140 DATA 222,252,126,63,255,231,255,255,255,255,255 
2150 DATA 255,255,255,255,255,126,255,126,63,126,252 
2160 DATA 31,129,248,15,255,240,7,255,224,0,31,255 
2170 DATA 252,127,255,254,255,255,255,255,255,255 
2180 DATA 249,255,159,247,255,239,207,239,243,63,255 
2190 DATA 252,127,255,254,255,255,255,255,255,255 
2200 DATA 255,255,255,253,255,191,254,126,127,127 
2210 DATA 189,254,127,195,254,127,231,254,63,231,252 
2220 DATA 63,231,252,127,231,254,127,231,254,0 
3000 DATA 156,116,156,116,156,116,156,161 



STOP THE SPREAD 
OF A DEADLY VIRUS 

Quick. Deadly viruses are rapidly multiplying. If you don't 
act fast, they'll infiltrate your entire bloodstream. «^ 
And in seconds it'll be over. So blast the invaders \C\ 
with interferon. And annihilate them with <mml/ 
macrophages. With Cell Defense, you controj 
your own immune system. You'll discover 
basic concepts in biology. And explore 4 
exciting scientific strategies. While at the 
same time, leading an attack against a 
host of deadly viruses. So get yourself 
the science simulation game Cell Defense. 
Your life may depend on it. 

CELL DEFENSE BY 




For the Commodore 64, Apple II , and Apple He with mouse. 



WHAT'S IN STORE 

NEW HARDWARE ANNOUNCEMENTS* 

AA I N DSET COMPUTER • SEARS TV/AAON ITOR • ADAM PER I PH ERALS • 
OLYMPIA PRINTER/TYPEWRITER •CARDCO PRINTER INTERFACE 
KEYTRONIC KEYBOARD FOR PC/r« AXIOM PRINTERS 



COMPUTERS 

Mindset Computer 

manufacturer: Mindset Corp., 617 
N. Mary. Sunnyvale. CA 94086: 
(408) 737-8555 
PRICE: $1.099-82. 399 

Mindset, a new eompany, is market- 
ing an IBM-compatible computer 
called the Mindset. It runs most pro- 
grams written for the IBM PC. in- 
cluding Lotas 1-2-3. WordStar, and 
Multiplan. What sets this new com- 
puter apart from other IBM-compati- 
bles is its superior graphics capabili- 
ties. 




The Mindset connects to a televi- 
sion, video monitor, or RGB moni- 
tor. It can display 16 colors at once, 
at a resolution of 320 x 200 (the 
number of dots measured horizon- 
tally and vertically). In high-resolu- 
tion mode, the machine can display 
two colors on a 640-pixel by 400- 
pixel screen. Both these displays are 
extremely clear and sharp. Also, the 
Mindset can create animated graph- 
ics. The GW BASIC that is included 
with the system has special anima- 
tion commands, such as start and 

STOP. 

The base system (SI, 099) includes 
64K RAM. a typewriter-style key- 
board, and two ROM cartridge slots. 
The system is based on the 80186 
16-bit microprocessor, which allows 
the Mindset to run programs faster 

*These products have been announced 
by manufacturers, but are not 
necessarily in the stores yet. Some 
products may still be under 
development, and others may be in test 
markets only. Call or write the 
manufacturer for expected date of 
delivery. 



than the IBM PC. 

One or two disk drives (with two 
drives, storage is 720K) can be add- 
ed, and the computers RAM can be 
expanded to 256K. The fully config- 
ured Expansion II unit (two disks 
and 256K RAM) costs $2,399. Paral- 
lel and serial ports are not included, 
but can be added. Also available is 
the Mindset Mouse, which can be 
used as a drawing tool with any of 
the several advanced-graphics soft- 
ware packages that are available. 

MONITORS 

Sears TV/Monitor 

manufacturer: Sears, Roebuck & 
Co.. Dept. 703-BSC 4015. Sears 
Tower. Chicago. IL 60684: (312) 
875-8306 
PRICE: $350 

Computer users who want to play 
games in full color and then switch 
to word processing with an 80-char- 
acter display, often find themselves 
switching between a TV and a mono- 
chrome monitor. That's because TVs 
and most color monitors can't dis- 
play 80 characters across the screen 
as clearly as monochrome monitors 
can. 

The Sears 4084 Color TV/Monitor 
solves this problem by offering three 
different displays in one package. 
The 4084 functions as a TV. an RGB 
(Red-Green-Blue) color monitor, and 
a green-screen monochrome moni- 
tor. To use the RGB monitor, your 
computer must have RGB output, as 
the IBM PC and PCjr do. Otherwise, 
you can use the TV for color. 

While in the RGB mode, at the 
touch of a switch you can improve 
the clarity of on-screen material by 
compressing it to 70 percent of its 




original height. Both the mono- 
chrome monitor and the RGB moni- 
tor can also display 25 lines of text 
at 80 characters each. 

As a portable television, the unit 
has electronic channel selection, is 
capable of receiving 12 stations, and 
has the usual color, tint, and verti- 
cal hold controls found on a TV. 

All connections are on the back of 
the unit to keep wires out of sight 
and out of the way. Videocassette re- 
corders, videodisk players, and other 
accessories can also be connected. 



PRINTERS 

Axiom Direct-Connecff Printers 

manufacturer: Axiom Corp., 1014 
Griswold Ave.. San Fernando. CA 
91340: (213) 365-9521 
PRICE: $299-8629 

Axiom Corp. announces direct-con- 
nect printers for Apple, Atari. Com- 
modore. IBM. and TI -99/4A comput- 
ers. Axioms line of printers need 
only be plugged into the computer to 




work— they require no special inter- 
faces or expansion boxes. Each 
printer comes with a built-in inter- 
face designed for a particular com- 
puter and only that computer. 
Therefore, if a printer comes with an 
Atari interface, it can only be used 
with Atari computers. Ditto for 
printers with an Apple or a TI -99/4A 
interface. This means that if you 
buy a new and different computer, 
you must also buy another printer. 

Three different models are offered: 
the GP-700 for $599-8659, GP-550 
for $319-8369, and GP-100 for 
$299-$309. (The GP-700 is not made 
in a Commodore version and the GP- 
700 and GP-100 are not made for 
the IBM PC.) ^ 
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TRANiPORTATlON - EARLY RAILROAD PERIOD. 1840-1880 
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Koala Gives Your Children 
The MagicTouch 



Enlighten Your Child's Mind 
and Unlock Creativity 

The simple, inexpensive KoalaPad™ turns your 
computer into a home learning center complete 
with full color graphics. Children can develop 
language skills, express themselves with creative 
drawings, and learn musical notes and tones. 

With the KoalaPad, the excitement and rewards 
of learning are immediate. Using the KoalaPad, 
children can instantly interact with the computer. 
Problem solving and creative activities become 
amazingly simple. And it all happens with the 
touch of a finger or stylus: 

■ You don't need to use any complicated manuals 

■ You don't need to use the keyboard. 

■ Just point at what you want to do and do it. 

The Secret is KoalaWare™ 

Only the KoalaPad comes complete with 
software to create beautiful, high- 
resolution graphics. You can save your 
designs for future enjoyment and with 
additional software, print them out 
on paper. But superior graphics are 



only the beginning. The rapidly growing library 
of KoalaWare includes learning tools for the whole 
family — music, spelling, programming, LOGO, 
color coordination and geometric design. 

Release the Magic in Your Computer 

With the KoalaPad, you make your computer 

easy to use. And 
that means your 
children will use 
it more often. 

But more impor- 
tantly, they'll use 
it to stimulate 
I their imagination 
and to express 
their ideas. 
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Paint-A-Rbyme 



Visit your nearest dealer or call 1-800-KOA-BEAR. 
The KoalaPad and KoalaWare are available for 
Apple®, Atari®, 
Commodore 64*1 
and IBM® 
computers. Soon 
available for 
IBM PCjr®. 



KoahiGratm 

Awaken their sense of discovery and watch 
them learn. 

Apple is a registered trademark of Apple Computer*. Inc Atari is a registered trademark 
of Atari. Inc Commodore 64 is a registered trademark of Commodore Business 
Machines. Inc 

IBM is a registered trademark of International Business Machines. Inc 
KoalaPad. KoalaWare. Paint A Rhvme KoalaPainter. KoalaGrams and the 
svmbol P^} are trademarks of Koala Technologies Corp. 
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Technologies Corporation 

3100 Patrick Henry Drive 

Santa Clara, California 95052-8100 



WHAT'S UN STORE 



NEW HARDWARE 



The GP-700 is a four-color dot-ma- 
trix printer that includes both pin- 
and friction-feed mechanisms, allow- 
ing the use of either fanfold or 
single-sheet paper. It prints either 
80 or 106 cpl (characters per line) at 
a maximum of 50 cps (characters 
per second). This printer uses a 
four-color cassette ribbon with auto- 
matic color mixing, which allows a 
variety of color combinations. 

For high-speed draft and letter- 
quality printing, Axiom offers the 
GP-550. Also a dot-matrix printer, 
the GP-550 has 18 built-in character 
sets; 12 of these are "near letter- 
quality." The GP-550 also has both 
pin- or friction-feed mechanisms. In 
draft mode it prints at 86 cps: in 
near letter-quality mode it prints at 
43 cps. The GP-550 prints an 80-, 
96-, or 136-character line. 

The GP-100 has an adjustable 
tractor feed. It prints 80 cpl at 
30 cps. Like the other models, it is a 
dot-matrix printer capable of print- 
ing graphics. 



Olympici Printer/Typewriter 

manufacturer: Olympia USA Inc., 
Box 22. Somervillc, NJ 08876-0022: 
(201) 722-7000 
PRICE: $599 

Olympia USA, the typewriter manu- 
facturer, has developed a new elec- 
tronic typewriter that doubles as a 
computer printer. The Electronic 
Compact 2 has a Centronics-parallel 




interface built in. allowing you to 
connect it with a cable to the parallel 
port on your computer. 

The Compact 2 prints at 14 
characters per second, and has three 
pitch selections (10, 12, and 15 
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characters per inch). Its 46-key key- 
board includes an ON-LINE key to 
activate printer operation. 

An interface extension module 
that provides both a parallel and an 
RS-232C serial interface is an op- 
tion. The extension also includes a 
2K printer buffer capable of storing 
a page of text or data from the com- 
puter. 



MISCELLANEOUS 

ADAM Peripherals 
and Accessories 

manufacturer: Coleco Industries, 
999 Quaker Lane S., West Hartford, 
CT 06110; (203) 725-6000 
ESTIMATED RETAIL PRICE: $175 (Digital 

Data Drive): $175 (Memory 
Expander): $400 (Floppy Disk 
Drive): $300 (Modem): $30 
(Accessory Kit). 

For ADAM computer owners, Coleco 
has introduced a series of expansion 
units, peripherals, and accessories. 

A second digital data drive, which 
can be installed by the user, will be 
made available. With the new drive 
and the drive that comes with the 
ADAM, users can access and store 
up to 512K of information, or load 
programs on one drive and store 
them on another. 

Another expansion unit is a plug- 
in memory expander that increases 
the memory from 80K to 144K. 

New peripherals include a floppy 
disk drive and a modem. The Sc- 
inch disk drive accepts single-sided, 
double-density floppy disks, and can 
store up to 160K of data. The disk 
drive works with the ADAM's built-in 
word-processing program and the 
digital data drives. All software made 
for ADAM can be transferred from 
digital tape to floppy disk drives, 
which are likely to be faster and 
more reliable than the digital data 
drives. 

The ADAMLink Modem, which al- 
lows users to send and receive data, 
is a 300-baud, full-duplex, direct- 
connect modem. 

The ADAM Accessory Kit is a pack- 
age containing replacement daisy 
wheels for the printer (three wheels, 
each with a different type font), a 
carbon ribbon cartridge, a blank dig- 
ital data pack, and a tape head- 
cleaner with applicator. 



Cardco Interface (for 
Commodore) 

manufacturer: Cardco. Inc., 313 
Mathewson Ave.. Wichita, KS 67214: 
(316) 267-6525 
PRICE: $89 




Card?/ + G, a parallel-printer inter- 
face for the V1C-20 and Commodore 
64, connects to most standard paral- 
lel printers. According to Cardco, 
neither the computer nor the print- 
ers require hardware modifications. 

When the Card?/ + G interface is 
connected to a dot-matrix printer, 
the Commodore 64's full character 
set may be printed out, including 
graphics characters, reversed graph- 
ics, and reversed alphanumeric 
characters. 

To connect any printer other than 
a Commodore printer to the VIC-20 
or C 64. some type of interface is 
required. 



Key Tronic Keyboard (IBM 
PC/r) 

manufacturer: Key Tronic. Depart- 
ment E6, P.O. Box 14687. Spokane, 
WA 99214; (800) 262-6006 
PRICE: $255 

Key Tronic, the same company that 
also manufactures and sells a type- 
writer-style keyboard for the IBM PC. 
now sells a keyboard for the PC/r. It 
plugs into the system unit's key- 
board outlet, and offers three things 
that the PCjr keyboard doesn't: type- 
writer-style keys instead of rubber. 
Chiclet-style keys; alphanumeric 
markings on the keys instead of on 
the keyboard housing; and a numer- 
ic keypad. The Key Tronic keyboard 
also has 10 function keys. It comes 
in the same color as the PCjr and 
matches perfectly with the system 
components. 

However, you can't buy the Key 
Tronic keyboard instead of the PCjr 
keyboard; it is an option that is sold 
independently of IBM. fc 



Computer Products 



teries Included 





PaperClip 

The finest word processor > 
available for the Commodore f>4 
now offers the ability to switch 
from a 40 to an 80 column display without 
additional hardware. PapcrClip's state of the art design 
allows free movement of columns, phrases sentences or 
paragraphs from one location to another within the text 
This outstanding addition to your Commodore64 system is 
now available with SpellPack. 

Home Organizer Series 

These programs which are available individually, are 
specifically designed modules for your record keeping 
activities. Programs available include stamps, recipes 
addresses mailing lists personal banking, music and book 
libraries photo and home movie collection and household 
inventory. Each module is so easy to use even a novice can 
achieve professional results. 



The Consultant 

The Consultant, a database management system, is like a 
computerized filing cabinet with a brain. With it you can 
design a layout for any kind of information that needs 
filing, allowing you various methods for searching, 
sorting and analyzing your data quickly. 



An improved version of the 
original HusCard which allows you 
to add any Commodore-compatible disk 
drive, including hard disk, and virtually any printer 
on the market, Just plug it in and you can mix and match 
your peripherals without fear of software incompatability. 

B.I.-80 

Another plug in module that provides an 80 column, crystal 
clear display. Interference is eliminated even with a full 
screen of characters. It is readily switched from 40 to 80 
column display at anytime and can be used with 
Commodore 1701 and 1702 color monitor or any 

monochrome video monitors. 



SpellPack 

This program contains a dictionary of over 20,000 
commonly used words in the Knglish language. SpellPak 
will check each word, in its context, on the entire document 
in 2-4 minutes and highlight those not found in the 
dictionary. You may then correct t he spelling if required or 
instantly add the word to the SpellPack dictionary with a 
single key command. In this manner the dictionary may 
be expanded by over 5,000 terms for any technical 
or scientific vocabulary your work may demand. 



BATTERIES W INCLUDED 

"Excellence in Software" 

For a fail color brochure write to: 

Batteries Included. 186 Queen Street West. Toronto. Canada M5V 1Z1 |416| 596-1405/3303 Harbor Blvd . Costa Mesi. CA 92626 (714) 979-0920 



WHAT'S IN STORE 
SOFTWARE GUIDE 

QU ICK TAKES ON SOFTWARE 
NEW AND NOTEWORTHY 

Welcome to FAMILY COMPUTING'S Software Guide, the most tions and capacities of the particular computer for which 
comprehensive listing available of two dozen of the the software is intended. D = Documentation, or the in- 
newest, most noteworthy, and/or best programs on the structions and literature that accompany a program, 
market. Our reviewers include families from all over the EH = Error-handling, the software's capacity to accommo- 
country who have judged the software according to the date errors made by the user — an especially important 
following criteria: long-term benefits and applications, consideration with software for younger users. PS = 
adaptability, and advantages of using a computer for a Play system, in the games reviews, the quality of the 
given task. Programs have been evaluated and rated game design and the game's payability. GQ = 
for their performance in each of the categories listed be- Graphics quality, also evaluated in light of each partic- 
low. More detailed reviews of some programs follow. ular brand's graphics capabilities. EU = Ease of use af- 

Here's a rundown of the ratings categories and what ter the initial learning period, which varies from com- 
they mean: O = Overall performance, given the limita- puter to computer. V = Value for money. 


HOME BUSINESS/HOME MANAGEMENT 


Title 

Manufacturer 
Price 

BANK STREET SPELLER 
Broderbund Software 


Brief 

description 

Spelling checker automatically 
proofreads documents created 


Hardware/ 
Equipment 
required 

Apple II series. 48K (d.). 


Backup 
policy 

Unlimited 
warranty: $7.50 


O 

★ 
★ 


1 
D 

★ 
★ 


rat 

EH 

★ 
★ 


ng; 
GQ 

N/A 


1 

EU 

A 


V 

★ 
★ 


17 Paul Drive 

San Rafael. CA 94903-2101 
(415) 479-1170 
$69.95 ©1984 


with Bank Street Writer. Use 
preprogrammed 30.000-word 
dictionary or lists you add to 
package. Includes features to 
help you figure out spelling of 
difficult words. — wilson 




fee if user- 
damaged. 


★ 
★ 


★ 
★ 


★ 






★ 
* 




















COMPLETE PERSONAL 
ACCOUNTANT 
Futurehouse 
P.O. Box 3470 
Chapel Hill, NC 27514 
(800) 334-7638 
$79.95 © 1983 


Families with complex finances 
and some accounting knowledge 
may benefit from 10-program 
package with budget and 
checkbook maintenance, 
automatic bill payment, bar- 
graph display, etc. — aker 


Reviewed on C 64 (d. 
and cass.). Also for Atari 
Home Computers. 48K 
(d.). Translator disk 
required for XL series; 
TRS-80 CoCo. 32K (d.). 
Versions planned for 

Annlp ?inH IRM 


30-day 
warranty: $5 
fee thereafter or 
if user- 
damaged. Free 
backup. 


★ 
★ 


★ 
★ 


★ 
★ 


N/A 


D 


* 
★ 


DOLLARS AND SENSE 
Monogram 

8295 S. La Cienega Blvd. 
Inglewood, CA 90301 
(213) 215-0529 
$100 (Apple II/II plus/He) 
$119.95 (Apple lie) © 1983 


Track personal and small 
business finances. Organizes up 
to 120 categories (insurance 
payments, credit cards, etc.). 
Automatically balances records 
with each transaction. For users 
with some computer know-how. 

— KRENGEL 


Reviewed on Apple II/II 
plus/IIe. 48K (d.)/IIc. 
128K (d.). Versions 
planned for Apple 
Macintosh and IBM. 


90-day 

warranty: $15 
thereafter, or if 
user-damaged, 
and for backup. 
Backup 
included with 
Apple He. 


★ 
★ 
★ 
★ 


★ 
★ 


★ 
★ 
★ 
★ 


N/A 


D 


★ 

★ 
★ 


MICRO ATLAS 
Columbia Software 
5461 Marsh Hawk Way 
P.O. Box 2235 
Columbia. MD 21045 
(301) 997-3100 
$24.95 © 1980 


Locate one of 41 1 cities on a 
high-resolution map of the U.S. 
and parts of Canada. Find out 
distance and direction between 
two locations graphically 
displayed on screen. + — wilson 


Apple II series. 48K (d.). 


15-day 

warranty; user 
makes backup. 


★ 
★ 
★ 
★ 


* 
★ 
★ 


★ 
★ 


★ 
★ 
★ 
★ 


E 


★ 
★ 
★ 


THE PRINT SHOP 
Broderbund Software 
17 Paul Drive 

San Rafael. CA 94903-2101 
(415) 479-1170 
$49.95 ©1984 


Fun utility lets everyone in the 
family design and print out 
greeting cards, signs, letterhead. 
Package comes with special 
colored paper on which to print 
creations. + — frank 


Apple II series. 48K (d.). 


90-day 

warranty; $10 
fee thereafter or 
if user- 
damaged. User 
makes backup. 


★ 
★ 
★ 
★ 


★ 
* 
★ 


* 
★ 
★ 


* 
* 
★ 


E 


★ 
★ 
★ 
★ 


ROADSEARCH-PLUS 
Columbia Software 
546 1 Marsh Hawk Way 
P.O. Box 2235 
Columbia. MD 21045 
(301) 997-3100 
$74.95 © 1983 


For frequent travelers. Input 
city of origin and destination. 
Computer calculates best travel 
route, furnishing mileage, fuel, 
and time information. Use 
preprogrammed cities and roads 
or those you enter. + — wilson 


Reviewed on Apple II 
series. 48K (d.). Also 
for C 64 (d.). 


15 -day 

warranty if not 
user-damaged. 
User makes 
backup. 


★ 
* 
★ 
★ 


★ 
★ 
★ 


★ 
★ 
★ 


★ 
★ 
★ 


E 


★ 
★ 
★ 
* 


RATINGS KIT O Overall performance: D Documentation: IN Error-handling: GQ Graphics quality: EU Ease of use: V Value for monev: * Poor: ** Average- *** Good- 
**** Excellent: N/A Not applicable: E Easy; A Average: D Difficult: + Longer review follows chart 
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South-Western D 
Play Games With E 




We're serious about it. In fact, we've spent over 80 
years developing top quality educational materials that 
thousands of teachers all across the country enjoy 
using in their classrooms everyday. 

So you can be sure that our educational software has 
been just as carefully developed to meet your needs at 
home. For example, animated graphics— like those used 
in KEYBOARDING ALPHA PAC and THE 
LETTER EDITOR-are incorporated into 
our software programs so you can learn 
skills like keyboarding and text-editing 
quickly and accurately— all in the com- 
fort of familiar surroundings, and in as 
little as 5 to 9 hours. 

In just 18 short lessons, KEYBOARDING 
ALPHA PAC teaches you the keyboard let- 
ters—from A to Z—one step at a time, and at 
your own pace. 



ORDER FORM 

Please send me KEYBOARDING ALPHA-PAC 

diskette package(s) and THE LETTER 

EDITOR diskette package(s) for the following 
hardware. 

□ TRS-80 " Model III or 4 48K minimum 

□ Apple" lie. 64K minimum 

NAME 




I ADDRESS. 
! CITY 



PHONE NUMBER ( 



.STATE . 



.ZIP. 



:: Make check or money order payable to: 
South-Western Publishing Co. 

Mail your order to: 

South-Western Publishing Co. 
Attn: Benjamin H. Willard 

5101 Madison Road 
Cincinnati, OH 45227 



Easy-to-follow directions, short segments of study, 
plenty of practice material, and positive reinforcements 
make your educational software fun. But the focus of 
all of our programs is on learning. The fun part comes 
when you realize that you're not only learning— you're 
enjoying it! 

Quality educational software. At affordable prices. 
Because education is worth it. 

South-Western Publishing Com- 
pany. Over 80 years of experience 
goes into our educational soft- 
ware. 

With only basic keyboarding knowledge, 
THE LETTER EDITOR will teach you the basic 
techniques of text-editing quickly and effec- 
tively. 



□ I have enclosed $59.50 for each KEY- 
BOARDING ALPHA-PAC package ordered, 
plus S1.50 per item for postage and 
handling (check or money order/ ) 

□ I have enclosed $49.50 for each LETTER 
EDITOR package ordered, plus S1.50 per I 
item for postage and handling (check or | 
money order/-') | 

□ Please bill to my Master Card 

□ Please bill to my VISA 

No 



EXPIRATION DATE . 
SIGNATURE 



(Sorry, we do not honor VISA/Mastercard 
outside the U.S.A. and its possessions.) 



WHAT'S IN STORE 
SOFTWARE GUIDE 



EDUCATION/FUN LEARNING 



Title 

Manufacturer 
Price 



Brief 

description 



Hardware/ 
Equipment 
required 



Backup Ratings 
policy O D EH CO EU V 



DUCKS AHOY! 

CBS Software 

One Fawcett Place 

Greenwich. CT 06836 

(203) 622-2503 

$37.95 (cart.). $29.95 (d.) 

$24.95 (cass.) © 1984 



Catch clucks jumping from 
clocks and deposit them safely 
on beach. Avoid the hippo who 
tries to tip your boat. Colorful, 
entertaining activities for ages 
3-6. Gives practice in elemental 
strategy and prediction skills. 

— AKER 



Reviewed on C 64 (d. 
and cart.). Also for Atari 
Home Computers. 32K 
(cass. and cart.). 
Joystick. 



90-day 
warranty: $5 
fee thereafter or 
if user- 
damaged. 



N/A 



★ 
★ 

★ 



FAY: THE WORD HUNTER 
Didatech Software 
Suite 549. 810 Broadway 
Vancouver, BC V5Z 4C9 
(604) 687-3468 
$34.95 © 1983 



Wordsearch game in which 3rd- 
to lOth-grade students locate 
words, practicing vocabulary in 
6 levels of difficulty. Use 3000- 
word dictionary or customize 
your own lists. — morris 



Reviewed on Apple II 
series. 48K (d.). Also for 
C 64 (d.). 



Unlimited 
warranty: $10 
fee if user- 
damaged and 
for backup. 



FUZZYWOMP 
Sierra Inc. 
P.O. Box 485 
Coarsegold. CA 93614 
(209) 683-6858 
$29.95 © 1984 



Four activities teach counting, 
number sequence, and pattern- 
matching skills. Play advances 
gradually as child's skill 
improves. Well-planned so 
preschoolers won't outgrow it 
quickly. —summers 



Apple II series/Ill 
w/emulator. 48K (d.) 



90-day 
warranty: $5 
fee thereafter or 
if user- 
damaged. 



★ 
★ 
★ 
★ 



KIDS SAY THE DARNDEST 

THINGS TO . . . 

COMPUTERS 

Home Computer 

Software. Inc. 

1307 S. Mary Ave.. No. 209 

Sunnvvale. CA 94087 

(408) 554-7826 

$39.95 © 1983 



Your responses to a series of 
questions form the basis of one 
of 10 amusing stories that 
contain subtle moral teachings. 
Fun activity recommended for 
parents and children together, 
kids over 8 alone. t — bumgarner 



Reviewed on C 64 (d.). 
Also for Apple II/II plus/ 
He. 48K (d.): Atari Home 
Computers. 48K (d.); 
version planned for IBM 
PCjr. 48K (d.). 



90-day 
warranty. 



N/A 



MATH MILEAGE 

CBS Software 

One Fawcett Place 

Greenwich. CT 06836 

(203) 622-2500 

$37.95 (cart.). $29.94 (d.). 

$24.95 (cass.) ©1984 



Kids steer race car up track, 
choosing road forks labelled with 
numbers that help them reach 
numerical goal. Fun arcade 
game keeps kids excited while 
they practice addition, 
subtraction, multiplication, and 
division, t — lamb 



Reviewed on Atari 800/ 
XL series, 16K (cart.) 
and 48K (cass.). Also for 
C 64 (cart, and d.). 



90-day 
warranty: $5 
fee thereafter. 



★ 
★ 
★ 



POSTER 

Scholastic Software 
730 Broadway 
New York. NY 10003 
(212) 505-3000 
$24.95 © 1984 



Ages 9 + create colorful screens 
using special keyboard 
commands in graphics program. 
Encourages logical thinking and 
makes a good intro to 
programming. — byrne 



Reviewed on Apple II 
series, 48K (d.). Also for 
C 64 (d.). 



60-day 
warranty: $5 
fee if user- 
damaged: after 
60 days $5 
fee. $10 fee if 
user-damaged; 
user makes 
backup. 



* 
★ 
★ 
★ 



RANCH 

Spinnaker Software Corp. 
One Kendall Square 
Cambridge. MA 02139 
(617) 494-1200 
$39.95 © 1984 



Use joystick to create a ranch 
scene, selecting from bank of 
preprogrammed images. 
Animate screen to make buffalo 
roam and antelope play. Save 
creations in delightful activity 
for kids 5 + — summers 



Reviewed on C 64 (d. 
and cart.). Version 
planned for Atari Home 
Computers. Joystick. 



30-day 

warranty: $12 
fee for backup; 
$5 fee if user- 
damaged. 



★ 
★ 
★ 
★ 



SNOOPER TROOPS #2 
Spinnaker Software Corp. 
One Kendall Square 
Cambridge. MA 02139 
(617) 494-1200 
$44.95 

$39.95 (C 64) © 1982 



Kids ages 10+ must solve case 
of the disappearing dolphin by 
roaming about town, picking up 
clues interviewing suspects, 
practicing deduction, problem- 
solving, logic skills. — MORRIS 



Reviewed on Apple II 
series, 48K (d.). Also for 
Atari Home Computers. 
48K (d.):C64 (d.); IBM 
PC/PCjr. 64K (d.). 



30-day 

warranty; $12 
fee for backup: 
$5 fee if user- 
damaged. 



★ 
★ 

★ 



RATINGS KEY O Overall performance: D Documentation: IH Error-handling: 6Q Graphics quality: 
**** Excellent: N/A Not applicable: E Easy: A Average: D Difficult: ♦ Longer review follows chart 



Ease of use: V Value for money; * Poor: ** Average: **• Good: 
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fairv-tale of 
Th e classic faiJY hree 

Gol dUoc k san^e. nneVJ 
Bears comes t .^graph- 
interactive f or^^^ 
ics are bold ana our 

th estorYun f oWJ ict ure 
child directs^ UK nd 

to° ok ' at fi to reld and share 
Y our child to tea y Reic h 
together. BY ^Illustrated 

? g es3-7.$39-9 5 - 



Today's child will live most of his or 
her life in the next century. 

Now Millennium" Kidware helps 
prepare young children for their 
future. Every program stimulates the 
mind and unlocks the imagination in a 
way never before possible — the com- 
puter guides, but the child chooses. 
That means learning becomes fun 
and spirits soar. 

Every Kidware program has been 
designed by experts (we tell you who 



For the Apple He and II +. Coming soon for IBM. Copyright 
© 1984 Millennium Group Incorporated. Apple He and II + 
are trademarks of Apple Computer, Inc. IBM is a trademark 
of International Business Machines Corp. 

Ask for these Millennium products at your local dealer. 





centra*!!! 



^ Aaatfwmurvln ^^g^ 

counting from 1 to 10 




fXl Millennium 



Journey through a won- 
drous jungle with 1 Hunter, 
past colorful and playful an- 
imals, counting them as the 
Hunter goes. And when the 
story is complete, the pro- 
gram becomes a new 
counting game, reinforcing 
learned skills. This is the 
first program drawn from a 
book by Pat Hutchins, the 
well-loved Kate Greenaway 
Medal recipient, and is re- 
markably true to her style. 
Adapted by Sally Tobin. 
Ages 3-6. $34.95. 



l e ^9 Q S CONCENTRATION 

for the entire family FiJe ' 
separate games-balloon 
g K - m J esf0rthe youngest 
child, flag matching for the 

entire family, and Morse 
code for the hardest Con- 
centration ever. And with 
varying levels of difficulty 
everyone can play. By 
Gladys J. Reich, Laura 
Boxer and Ronald S. Lizzi. 
_Ages 5-adult. $34.95. 




[MMillennmm 



they are on the cover), and tested by 
their toughest critics — kids. Every 
program comes with a straightfor- 
ward guide to its educational benefits 
and suggestions for discussion be- 
tween child and grown-up. And every 
program builds on the best of the past 
and present... to bring you the future. 

IXI Millennium 



New 



Age 



M 



n d 



24 East 22nd Street, New York, New York 10010 
CPA?) R74-nn40 



GAMES REVIEWS BY JAMES DELSON 


Title 

Manufacturer 
Price 


Brief 

description 


Hardware/ 
Equipment 
required 


Backup 
policy 


O 


11 
D 


tati 
PS 


nge 
GQ 


1 

EU 


V 


CARRIER FORCE 
Strategic Simulations. Inc. 
883 Stierlin Road 
Bldg. A-200 

Mountain View. CA 94043 
(415) 964-1353 
$59.95 © 1983 


Fight W.W. lis battles of the 
Coral Sea. Midway. Santa Cruz, 
etc.. using every ship and plane 
that actually took part. Too 
complex for most, but good for 
war-gamers interested in air and 
naval tactics. 


Reviewed on Apple II 
with Applesoft ROM 
Card/II plus/lie. 48K (d.). 
Also for Atari Home 
Computers. 48K (d.). 
Version planned for 
C 64. 


14-day money- 
back guarantee: 
30-day 

warranty: disk 
replaced free if 
user-damaged: 
$10 fee 

thereafter or for 
backup. 


★ 
★ 
★ 


★ 
★ 
★ 


★ 
★ 
★ 


★ 


D 


★ 
* 
★ 


CLOSE ASSAULT 
Avalon Hill Game Co. 
4517 Harford Road 
Baltimore, MD 21214 
(301) 254-5300 
$35 (d.); $30 (cass.) 
©1983 


Program keeps track of unit 
strength and movement on 
mapboard field. Adds element of 
chance to German and Russian 
encounters in W.W. II war 
game.+ 


Reviewed on Atari Home 
Computers. 48K (d.). XL 
series requires translator 
disk. Also for Apple II 
series, 48K (d. and 
cass.): TRS-80 Models 
I/III/4, 48K (d. and cass.). 


Lifetime 
warranty: no 
policy for user- 
damaged. 


★ 
* 


* 
★ 
★ 


★ 
★ 


N/A 


A 


* 


DUNZHIN 
Screenplay 
P.O. Box 3558 
Chapel Hill. NC 27514 
(800) 334-5470 
$29.95 © 1982 


Map your way through a maze in 
search of a precious object. Gain 
experience and strength in 
slightly outdated fantasy role- 
playing game best for younger 
players ( 10+ ) new to the genre. + 


Reviewed on Apple II 
plus/He, 48K (d.). Also 
for Atari Home 
Computers, 48K (d. and 
cass.): C 64 (d. and 
cass.):IBMPC. 128K(d.). 


14-day 

warranty: $5 
fee if user- 
damaged: $3 
for backup. 


* 


★ 
★ 
★ 




* 
* 


E 


★ 
* 
★ 


FXODUS- UITIMA III 
Origins. Systems 
1545 Osgood St.. Suite 7 
North Andover, MA 01845 
(617) 681-0609 
$59.95 © 1983 


Mn^tpr a hand r>f adventurer*^ 

and set forth, mapping a rich 
world comprised of many cities 


Reviewed on Apple II 
series, 48K (d.). Also for 
Atari 400/800. 48K (d.): 


90-day 
warranty: $5 
fee thereafter or 


★ 
★ 


* 

★ 
★ 


it 
★ 
★ 


* 

* 
★ 


D 


* 

★ 
★ 


and ages in search of the evil 
ruler. Exodus. One of the 
grandest adventures seen yet.t 


C 64 (d.): IBM PC/PCjr. 
48K (d.). 


if user- 
damaged. 


★ 


★ 










GUMBALL 

Broderbund Software 
17 Paul Drive 
San Rafael, CA 94903 
(415) 479-1170 


Sort gumballs into the right bins 
as they come off a crazy 
assembly line. Do well and you'll 
move up in the company. 
Colorful, fun. easy-to-play arcade 
game for ages 7 + . 


Reviewed on Apple II 
series, 48K (d.). Also for 
Atari Home Computers. 
48K (d.). Joysticks and/ 
or paddles. 


Lifetime 
warranty: $5 
fee if user- 
damaged. 


* 
* 


★ 
* 


★ 
★ 
★ 


★ 
* 
★ 


E 


★ 
★ 


JAMES BOND 007 


As James Bond, you pilot your 


Reviewed on C 64 (cart.). 180-dav 


* 


★ 


★ 


★ 


D 


★ 


Parker Brothers 
50 Dunham Road 
Beverly. MA 01915 


flying submarine car across 
dangerous terrain, avoiding 
destruction while eliminating 


Also for Atari Home 
Computers. 16K(cart.); 
Coleco ADAM (cart.). 


warranty: $8 
fee thereafter. 
No backups. 




★ 
★ 


★ 


★ 
★ 




★ 


(617) 927-7600 
$40 © 1983 

RINGSIDE SEAT 


foes in 4 miniscenarios. Fun 
short-term play for ages 8 + . 

Fascinating simulation of pro 


Joystick. 

Reviewed on C 64 (d.). 


14-day money- 


★ 


★ 


★ 


★ 


A 


★ 


Strategic Simulations 
883 Stierlin Road 
Bldg. A-200 

Mountain View. CA 94043 
(415) 964-1353 
$39.95 © 1983 


boxing lets players "manage" 
skills of famous or fictitious 
fighters. Statistically 
challenging, but limited in 
action, and lacking color. For 
ages 10 + . 


Also for Apple II series/Ill 
w/emulator, 48K (d.). 


back guarantee: 
30-day 


★ 


★ 


★ 










★ 


* 










warranty: $10 
fee thereafter or 
for backup. 














THE SEVEN CITIES OF 
GOLD 

Electronic Arts 
2755 Campus Drive 
San Mateo. CA 94403 
(415) 571-7171 
$40 © 1984 


Sail for the Americas seeking 
riches, converts, and royal 
recognition. Map uncharted 
territory as it was in the 1400s 
or explore a fantasy earth 
created by computer in 
fascinating adventure game. One 
of 84s best.* 


Atari Home Computers, 
48K (d.). Version 
planned for 
C 64. Joystick. 


90-day 

warranty: $7.50 
fee thereafter. 


★ 
★ 
★ 
★ 


* 
★ 


★ 
★ 
★ 
★ 


* 
★ 
★ 


D 


* 
★ 
★ 
★ 


TOURNAMENT GOLF 
Avalon Hill Game Co. 
4517 Harford Road 
Baltimore. MD 21214 
(301) 254-5300 
$30 © 1983 


Golf simulation allows players to 
hit from all angles, making this 
program like a big game of 
billiards with hazards. Slightly 
awkward play system. Suitable 
for ages 8 + . 


Reviewed on Apple II 
series. 48K (d.). Also for 
C 64 (d.). Joystick or 
paddles. 


Lifetime 
warranty: $10 
fee if user- 
damaged. 


★ 


★ 
* 


★ 
★ 


it 
★ 


E 


if 


WIZARDRY: LEGACY OF 
LLYLGAMYN 
Sir-tech Software . Inc. 
6 Main St. 

Ogdensburg. NY 13669 
(315) 393-6633 
$39.95 © 1983 


Track down a mystical orb. 
taking on snakes and evil things 
while mapping your way through 
a maze. Start out using your 
wits and lesser spells in 
installment No. 3 of famous role- 
playing series, t 


Apple II series. 48K (d.). 


30-day 
warranty: $5 
fee thereafter or 
if user- 
damaged. User 
makes backup. 


★ 
* 
★ 
★ 


★ 
★ 
★ 


* 
★ 
★ 
★ 


★ 
★ 
★ 


A 


if 


RATINGS KIT O Overall performance: D Documentation: Pi Play system: IH Error-handling: GQ Graphics quality: EU Ease of use: V Value for monev: * Poor: ** Average: **• Gooc 
**** Excellent: N/A Not applicable: E Easy: A Average: D Difficult: ♦ Longer review follows chart 


! 
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AJARISOFT. All the hits your computer is missing. 




It s showtime. 
Time for ATARISOFT " to 
show you six exciting, brand 
new games that are destined 
for stardom. 

Games that can be played on 
your Commodore 64. IBM 
PC and Apple II. (Some titles 
available on IBM PC jr. and 
VIC 20*) 

First, there's Gremlins 1 , 
based on the charac- 
ters from the original 
film presented by 
Steven Spielberg. 
Then there's Crystal 
^ Castles " where 
f Bentley Bear™ journeys 
through all sorts of 
i tantalizingly difficult 
'paths and ramps in his 
endless quest for gems. 

In Donkey Kong Jr. 2 by 
Nintendo; Junior tries to 
rescue his father 
against immense 
odds. And speak- 
ing of Donkey 
Kong, there's also 
Mario Brothers 2 by 
Nintendo: This time, 
Mario and his brother 
Luigi battle creatures on 
four levels of floors, en- 
countering all sorts of 
treacherous enemies. 

In Track And Field' you 
can compete by yourself or 



head-to-head with another 
player. But each player must 
beat qualifying times, heights 
and distances before they can 
compete in each of the gruel- 
ling six events. 

Typo Attack is the much- 
acclaimed, 





*■ VMM 



MARIO BROS* 
DONKEY KONG JR. ATAR '£2 



TRACK & FIELD W58& 
CRYSTAL CASTLES ™*£t 



allows you to enjoy de- 
veloping your typing 
skills at any level. 

And still play- 
ing to the de- 
light of audiences "everywhere 
are Pac-Mani Ms. Pac-Man; 
Jungle Hunt - Battlezone? 
Donkey Kongl by Nintendo; 
Centipede" and Pole 
Position*. 

So, if you've been searching 
for ways to entertain your 
Commodore, Apple or IBM, 
treat it to one of the best 
shows in town, one of the hits 
from ATARISOFT 

And don't forget the 
popcorn. 

ATARISOFT products are manufactured 
b\ Atari, Inc. for use with various computers 
and video game consoles. ATARISOFT 
products are not made, licensed or approved 
by the manufacturers) of those computers 
and video game consoles. 

♦Titles available on IBM PCjr, arc Ms. 
Pac-Man. Centipede. Donkey Kong. Moon 
Patrol 7 and Typo Attack. Available on the 
VIC 20 is Typo Attack. 

I. © 1984 Warner Brothers. Inc.; 2. 
Trademarks and © Nintendo. 1982. 1983; 3. 
Trademark of Konami Industry Co., Ltd.. 
© 1983 of Konami; 4. Trademarks of Bally 
Mfg. Co. Sublicensed to Atari, Inc. by 
Namco- America. Inc.; 5. Trademark and © 
i of Taito America Corporation 1982; 6. 

Engineered and designed by Namco 
| Ltd.. manufactured under 
icense by Atari. Inc. Trade- 
mark and © Namco 1982; 7. 
Trademark and © Williams 
1982, manufactured under 
license from Williams 
Electronics. Inc. 





SOON TO A SCREEN 
NEAR YOU. 
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WHAT'S UN STORE 
SOFTWARE REVIEWS 



On the following pages, you'll find 
in-depth reviews of some of the pro- 
grams listed in the Software Guide. 
Refer back to the Guide on page 
114 for information such as backup 
policies and addresses of software 
manufacturers. 



HOME BUSINESS/ 
HOME MANAGEMENT 
APPLICATIONS 

Micro Atlas and Roadsearch-Plus 

HARDWARE REQUIREMENTS : Apple II 

series, 48K (disk). {Roadsearch-Plus 
also for Commodore 64.) 
manufacturer: Columbia Software 
PRICE: $24.95. $74.95 

These programs present a really in- 
novative use of the computer. If your 
family is the kind that vacations in 
the car, or if your business requires 
you to do extensive traveling, they'll 
provide information that is immedi- 
ately useful and acts as a reference 
in the long run. 

With Micro Atlas you can locate 
one of 41 1 cities on a map of the 
U.S. and parts of Canada. The com- 
puter will indicate a city's location 
on the high-res map, with latitude 
and longitude displayed at the bot- 
tom of the screen. You may also en- 
ter any two cities and the computer 
will show a connecting line between 
them as the crow flies, indicating 
distance and directional bearing. 

With Roadsearch Plus, you type in 
the point of your trip's origin and 
your city of destination. The com- 
puter then calculates, displays, and 
prints out. if you choose, an itiner- 
ary of your best route. You'll get a 
complete travel breakdown, which 
analyzes the mileage, time, and fuel 
costs for each leg of the journey. You 
can add 50 extra cities or roadways 
of your own choosing to the already 
comprehensive preprogrammed files 
of 406 cities and 70.000 miles of in- 
terstate highway. 

Another program by Columbia. 
Routeplanner lets you store a total 
of 400 different places as map coor- 
dinates. You designate specific start- 
ing and ending points of your trav- 
els, as well as any stops, which must 
be consecutive. The big advantage of 
Routeplanner is its ability to accom- 
modate the variations of your journey. 

Once you grasp the concepts of 
these programs, you'll find that 
they're reasonably easy to use. The 
manuals describe some of the more 
obvious uses of the programs, but I 



suspect that you'll find unique and 
valuable applications of your own. 
For example, consider them an 
aid to learning geography. 

— DAVID WILSON 

The Print Shop 

HARDWARE REQUIREMENTS: Apple II 

series. 48K (disk). 

manufacturer: Broderbund Software 
price: $49.95 

The Print Shop is an exciting, differ- 
ent, and fun application. It's a utility 
that turns your computer into a 
mini printing press. 

With minimal help, my 9-year-old 
daughter easily designed a sign for 
her room that read sister abuse — 

PREVENT IT. 

Not to be outdone, her older sister 
then designed a letterhead with her 
name and address centered at the 
top. two teddy bears on either side, 
and a row of teddy bears across the 
bottom of the page. The quality of 
the final products was excellent. 

In designing each piece, you have 
numerous options. You can choose 
among different typefaces, pictures, 
and borders. And you can type in 
your own messages. It's easy to ad- 
just the size and placement of de- 
signs, patterns, and letters. Select- 
ing the different parts of your card, 
sign, or message is just a matter of 
picking from the choices displayed 
on screen. The program handles 
change quite nicely. At any point in 
the design process, you can press 
the ESC button to move back 
through the various choices you've 
made. 

If the more than three dozen de- 
signs provided don't suit you, draw 
your own using a "graphics editor" 
and the keyboard, joystick, or Koala- 
Pad. It's tough to get good graphics 
quality using the keyboard. For best 
results. I'd recommend the Koala- 
Pad. You also can create oversize 
messages, big cards, or small signs, 
and save the graphic designs on 
your disk for future use. 

Unfortunately, you can't save stan- 
dard-size creations, or the complete 
border, message, and typeface units 
on disk. This, plus the fact that you 
can't view your creation before it's 
printed out are minor drawbacks 
compared to the program's overall 
advantages. I created most of the 
signs for our school fair and have al- 
ready started to customize my statio- 
nery, season by season. 

— CATHY FRANK 



EDUCATION/FUN 
LEARNING ACTIVITIES 

Kids Say the Darndest Things 
... To Computers 

hardware requirements: Reviewed 
on Commodore 64 (disk). Also for 
Apple II/II plus/lie. 48K; Atari Home 
Computers, 48K. Version planned 
for IBM PCjr. 

manufacturer: Home Computer 
Software. Inc. 
price: $39.95 

In spite of its unfortunate title (a 
holdover from an old-fashioned era), 
this program functions quite well. 
Art Linkletter interviews the players 
to elicit biographical and other infor- 
mation. The answers are then used 
to build some amusing stories inter- 
spersed with moral teachings. 

My son John picks up moral les- 
sons from school, stories, and even 
occasional TV shows. This program 
illustrates how the computer also 
can be a valid medium. The morals 
that underlie the stories in this 
package, stories like "John's Very 
Strange Day" or "The Best Present 
John Ever Gave," are not heavy- 
handed. ("WE MUST ALWAYS BE CAREFUL 
NOT TO HURT PEOPLE'S FEELINGS. JOHN.") 

John plays a lot of games, and he 
found these stories fun and not too 
corny. It's recommended that you sit 
down with your younger children at 
the computer and play along with 
them. This makes the program a 
good vehicle for family interaction. 

Kids can opt not to answer the 
questions. In that case. Art himself 
creates the stories with answers ran- 
domly picked from a prewritten list. 
With or without the personalization, 
they're entertaining and can be 
printed out. 

— MARLENE ANNE BUMGARNER 



Math Mileage 

HARDWARE REQUIREMENTS: Atari 800/ 

XL series, 16K (cartridge), 48K 
(cassette). Also for Commodore 64. 
Joystick. 

manufacturer: CBS Software 
price: $37.95 (cartridge), $32.95 
(disk and cassette). 

Whoever got the idea of turning Riv- 
er Raid or Pole Position into a math 
challenge found a truly enjoyable 
way of drilling math skills. The point 
of this three-level game is to steer 
your race car through the country- 
side, choosing the route that will al- 
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CRITICS AND CONSUMERS 
AGREE ABOUT ADAM: 



"Everything a family could need to get started in computing." 

Microkids 

". . . about the most revolutionary concept . . ." 

Popular Mechanics 

". . .expansion options almost comparable to professional business computers. 

Gadget Newsletter 

". . . your kids will be using it in no time . . f 

Peter McWi/liams 
Syndicated Columnist 

'Thanks for putting a computer and word processor within my reach. " 

GaryKoutnik 
School Psychologist 
Worcester, N. Y. 

"When you add it all up, ADAM is the best buy!" I 

Patricia Caforio 
Homemaker 
Upland, California 




DIRECT 
AC C I: 



r 



L. 



PRIME 
SPACE 

GREAT 
L OCATIO N 

RIGHT 
PRICE 



Your 
Direct Access 
ad reaches 

a paid 
circulation of 
more than 
375,000 
FAMILY 
COMPUTING 

subscribers 
every month— 
at home. 
They're 
already very 
interested in 
computers and 
computing. 

PLACING 
YOUR 

AD 
To place 
Your Ad in 
Direct Access 
Call 

(212) 505-3636. 



J 



WHAT'S |N STORE 
SOFTWARE REVIEWS 



low you to reach a numeric goal in 
the shortest, fastest way possible. 

In level one each fork gate bears 
the number l or 10. If you have a 
goal of 24, then you go twice 
through the 10 forks, and four times 
through the l forks. Higher levels re- 
quire the racer to multiply a number 
between 2 and 5 and add 10. or mul- 
tiply a number between 2 and 9. In 
the "night driving" option your tally 
is turned off, so you have to remem- 
ber the score in your head. 

I've raced continuously with my 
boys, and they (ages 6-8) race with 
each other. As you move up the 
scrolling screen, without the typical 
arcade three- or five-life limitation, 
the real challenge is in beating the 
clock and your opponents' timed 
scores, traveling through the least 
number of gates to make the nu- 
merical goal. 

You're always on the move, con- 
stantly thinking, trying to improve 
your score, and practicing math 
computation. My only criticism was 
that when you move from the first 
into the second and third levels, you 
have to make a big leap. The multi- 
plication really requires players to do 
reverse math thinking. An in- 
creased, more defined number of 
skill levels, 10 for instance, would 
have helped. Another improvement 
(though probably a difficult pro- 
gramming task) would have been to 



allow the users to back up, subtract- 
ing or dividing from their tally if 
they took the wrong fork. 

—RICHARD LAMB 

Ranch 

HARDWARE REQUIREMENTS: Commodore 

64 (cartridge). Version planned for 
Atari Home Computers. Joystick. 
manufacturer: Spinnaker Software 
PRICE: $39.95 

Even junior city slickers who think 
Roy Rogers is just a restaurant will 
have fun creating their own ranch 




scenes with this colorful activity. 

Ranch lets you choose geometric 
or special preprogrammed shapes 
with the joystick and place them on 
the drawing screen. Move the joy- 
stick and push the fire button to 
pick up a rabbit, or logs for a cabin. 
Back at the ranch, another click 
pastes a figure on screen. Use the 
menu of operations to change an ob- 
ject's (or the background's) color, 
move it to another spot, or copy it. 
You can add music, too. 

Best of all the options is the one 
that lets you animate your scene. 
The deer lifts its head, flames leap 
from campfires. the coyote howls. 
You can save and restore your 
scenes. Children like to play them 
back for each other. 

Ranch is intended for ages 5 
through 10, but in fact, it appeals to 
most family members, regardless of 
age. 

Ranch is educational, though not 
in the usual, classroom-oriented 
sense. Children are encouraged to 
make choices in color and balance. 
Like more traditional toys, such as 
blocks and paper dolls. Ranch offers 
a child a restful but creative retreat 
from more hectic activities. 

—TAN A. SUMMERS 



GAMES 

Close Assault 

hardware requirements: Atari Home 
Computers. 48K (disk). Also for 
Apple II series, 48K: TRS-80 Models 
I/III/4, 48K. 

MANUFACTURER: Avalon Hill 

price: $35 (disk), $30 (cassette). 

Avalon Hill's Squad Leader war- 
game series has probably become as 
much a part of the gaming hobby as 
Dungeons and Dragons, Diplomacy, 
and Risk. But keeping track of 
all the resources, supplies, strength, 
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TUNE IN 

to 

FAMILY 
COMPUTING 

on the 

^Lifetime 

Cable Network 

Premiering in 
October 

PRODUCED BY 

M 

SCHOLASTIC 
PRODUCTIONS 

AND BY 

Alvin H. Perlmutter Inc. 



This Fall on 
^Lifetime 



HEARST/ ABC-VIACOAA ENTERTAINMENT SERVICES 
CHECK YOUR LOCAL LISTINGS FOR TIME AND CHANNEL 



26 

people-packed 
half hours of 
computing information 
and entertainment 
for the whole family 
from the pages of 
Americas 
fastest growing 
computer magazine. 




PVBUSHU) BY » 1 SCHOLASTIC INC 



AMIL 

OMPUT1 



Celebrate! 

Let \bur Computei 

Plan the Par 

Software for \\ 

Making Music 
10 Ways Your 
Computer " 
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SAVE YOUR 

FAMILY 
COMPUTING 




Protect and Organize 
Your Library 

Collect and preserve an entire year 
of FAMILY COMPUTING with these 
custom-designed Library Binders 
and Slipcases. 

Bound in forest green simulated leather 
and gold-embossed with the distinctive 
FAMILY COMPUTING logo, these handy 
space-savers come with FREE gold trans- 
fer foil for personalizing date and 
volume. 

Each Library Binder holds 12 issues on 
individual snap-in rods. Open-back 
Slipcases store issues for individual 
reference. 

Library Binders are just $7.50 each; 
order 3 for $21.75 or 6 for $42., and 
save. Library Slipcases available at the 
low price of $5.95 each, 3 for $17. or 
6 for $30. Mail your order today to: 
FAMILY COMPUTING/JESSE JONES 
INDUSTRIES/P.O. BOX 5120/DEPT. 
F- COM/PHILADELPHIA, PA. 19141. 
Your satisfaction is guaranteed or your 
money back. 



SATISFACTION GUARANTEED OR 
YOUR MONEY BACK 

Enclosed is my check or money order in 

the amount of (Orders will not be 

shipped without payment). 



□ BINDERS. 



.<§ $7.50 Each 



□ 3 for $21.75 □ 6 for $42. 



□ SLIPCASES . 



□ 3 for $17. 



_ (a $5.95 Each 
□ 6 for $30. 



NAMI . 



ADDRESS. 
CITY 



APT. NO. 

. STATE ZIP _ 



MAIL TO: FAMILY COMPUTING 
JESSE JONES INDUSTRIES 
RO. BOX 5120/DEPT. F-COM 
PHILADELPHIA, PA. 19141 

U.S. orders allow six weeks delivery. Foreign 
& Canadian orders add $2.50 per unit. 
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rations, morale, etc. of your squad- 
rons is an enormous task. Close As- 
sault is a computerized version that 
relieves the hours of bookkeeping re- 
quired to play the game. 

Set in World War II, Close Assault 
pits your choice of two (American. 
German, or Russian) troops against 
one another in a series of confronta- 
tions. Scenarios range from oppo- 
nents' defense of their strongholds 
to the harassment of an enemy as it 
advances, and more, as players cre- 
ate games that reflect their personal 
skills, strategic strengths, or weak- 
nesses. The program enhances the 
traditional board game. It provides 
for truly hidden movement, furnish- 
es a computerized "umpire" to set- 
tle disputes, and allows gamers to 
play alone, against the computer, or 
against another person. 

The program comes with a de- 
tailed mapboard. The screen display 
merely indicates the status of each 
player's forces. You keep track of 
your positions with pieces that rep- 
resent the various units of action. If 
you decide to call it quits for an eve- 
ning, or you accidentally overturn 
the board, the computer keeps track 
of the pieces' locations. 

Playtesters found the game similar 
to Squad Leader, but complained 
about the inability of units to inter- 
change weapons once the game was 
started. 

If you're interested in serious play, 
and have some war-gaming experi- 
ence, you'll find Close Assault an in- 
teresting, easy-to-learn, intermedi- 
ate-level program good for ages 12 
and up. 

Dunzhin 

HARDWARE REQUIREMENTS : Apple II 

plus/He, 48K (disk). Also for Atari 
Home Computers. 48K: Commodore 
64: IBM PC, 64K. 
manufacturer: Screenplay 
PRICE: $29.95 

Best regarded as an introductory 
scenario for novices, this role-play- 
ing adventure game is a bit outdat- 
ed. You're thrust into a maze, or- 
dered to pick up a precious object, 
and left to your own devices to ob- 
tain it. 

Using the keyboard, you wander 
through a labyrinth that slowly un- 
folds before you. You'll encounter 
monsters, traps, a teleporter that 
can throw you anywhere else on the 
same level, and a variety of rooms in 
which you may find treasure, trou- 



ble, or a chance to recover from your 
wounds. As in the Apshai series, the 
more experience you acquire in bat- 
tle, the better your fighting ability 




Th# Elf hit tr# pigrt-ara 
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becomes. You can move faster, sur- 
vive deeper wounds, and better de- 
fend yourself against harsh attack. 
Wounds aren't always fatal, but you 
can't voluntarily regenerate yourself, 
as in other role-playing games. 

Major drawbacks lie in the inabil- 
ity of players to create their own 
characters, and a slow combat sys- 
tem in which blows are exchanged 
one at a time. Dungeon levels are 
very similar and one game plays very 
much like the last, or the next. On 
the positive side, the game can be 
played by practically anyone, offering 
a chance for younger players, ages 
10 and up, to play a real game in- 
stead of one intended solely for chil- 
dren. 

Playtesters found Dunzhin a chal- 
lenge for about an hour. They agreed 
that had this game been played 
when it first came out, two or three 
years ago. it would have been more 
challenging and more interesting. 

Wizardry: Legacy off Llylgamyn 

HARDWARE REQUIREMENTS: Apple II 

series, 48K (disk). 

manufacturer: Sir-tech Software Inc. 
price: $39. 95 

Here's the third scenario in the Wiz- 
ardry saga, the most popular and 
involving role-playing adventure se- 
ries in the short history of computer 
games. I'm glad to report that Lega- 
cy of Llylgamyn is as much fun, 
and as involving as its predecessors. 

Set a generation after the first two 
scenarios, Llylgamyn has been writ- 
ten so that newer (less experienced) 
heroes must be called upon to save 
the day for the good guys. Instead of 
transferring the characters devel- 
oped in the first and second adven- 
tures into Llylgamyn, as you must 
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Commodore 

(more power than Apple II at 1/3 the price) 



64 

73 the pri 

$ 188. 00 * 

80 COLUMN 

• TRACTION FRICTION PRINTER $179.00 * 

• 14" HI-RES COLOR MONITOR $239.00* 

* less coupon discounts 



COMPUTER AND SOFTWARE 

SALE 



WE 
HAVE 
THE 
BEST 
SERVICE 



WE 

HAVE 

THE 

LOWEST 
PRICES 



* COMMODORE 64 COMPUTER $188,001 

You pay only $188 00 when you order the power- 
ful 84K COMMODORE 64 COMPUTER! LESS the 
value of the SPECIAL SOFTWARE COUPON we 
pack with your computer that allows you to 
SAVE OVER $500 off software sale prices!! With 
only $100 of savings applied, your net computer 
cost is $88 00!! 

80 COLUMN 

* TRACTION FRICTION PRINTER $179.00 
You pay only $179.00 when you order the Comstar 
T/F deluxe line printer that prints 8 i x 11 full 
size, single sheet, roll or fan fold paper, labels 
etc. 40 66 80. 132 columns. Impact dot matrix, bi- 
directional. 80 CPS. LESS the value of the SPECIAL 
SOFTWARE COUPON we pack with your printer 
that allows you to SAVE OVER $500 off software 
sale prices!! With only $100 of saving applied 
your net printer cost is only $79.00. 

*14" HI RES COLOR MONITOR $239.00 

You pay only $239 00 when you order this 14' COLOR 
MONJTO R with s harper and clearer resolution than any 
other color monitors we have tested 1 LESS the value of 
the SPECIAL DISCOUNT COUPON we pack with your 
monitor that allows you to save over $500 00 off software 
sale prices" with only $100.00 of savings applied your 
net color monitor cost is only $139 00 

♦ 12" HI-RES AMBER MONITOR $119.00 

This is a 1000 LINE. 80 COLUMN. HIGH RtSOLUTION 
MONITOR with crisp clear amber text that is easy to read, 
a must for word processing! Includes SPECIAL 
SOFTWARE DISCOUNT COUPON'! 

80 COLUMN BOARD $99.00 

Now you program 80 COLUMNS on the screen 
at one time 1 Converts your Commodore 64 to 80 
COLUMNS when you plug m the 80 COLUMN 
EXPANSION BOARD" PLUS— you can get an 80 
COLUMN BOARD WORD PROCESSOR with mail 
merge, terminal emulator. ELECTRONIC 
SPREAD SHEET List $59 00 SALE $24.95 it pur- 
chased with 80 COLUMN BOARD!! (Tape or 
Disk) 

80 COLUMNS IN COLOR 
EXECUTIVE WORD PROCESSOR $59.00 

This EXECUTIVE WORD PROCESSOR is the 
finest available for the COMMODORE 64 com- 
puter' The ULTIMATE for PROFESSIONAL Word- 
processmg application! DISPLAYS 40 OR 80 
COLUMNS IN COLOR or Black and White! Sim- 
ple to operate, powerful text editing with a 250 
WORD DICTIONARY, complete cursor and in- 
sert/delete key controls line and paragraph inser- 
tion, automatic deletion, centering, margin set- 
tings and output to all printers! Includes a 
powerful mail merge. 20.000 WORD DIC- 
TIONARY • List $24 95 SALE $19.95. EXECUTIVE 
DATA BASE • List $69 0C SALE $39 00 (Disk) 



SPECIAL SOFTWARE COUPON 



We pack a SPECIAL SOFTWARE DISCOUNT 
COUPON with every COMMODORE 64 
COMPUTER DISK DRIVE-PRINTER-MONITOR we 
sell! This coupon allows you to SAVE OVER $500 
OFF SALE PRICES!! 



(Examples) 
PROFESSIONAL SOFTWARE 
COMMODORE 64 





Ult 


Sale 


Coupon 


Executive Word 




$59 00 


$49 00 


Processor 


$99 00 


Executive Data Base 


$69 00 


$39 00 


$29 00 


20 000 Word Dictionary 


$24 95 


$19 95 


$12 50 


Electronic Spreadsheet 


S59 95 


$49 0C 


$39 00 


Accounting Pack 


$49 00 


$39 00 


$29 00 


Total 5 2 








Word Processor 








Tape 


$69 00 


$49 00 


$34 00 


Disk 


$79 95 


$59 00 


$39 00 


Total Teii 2 6 








Word Processor 








D'Sk 


$49 00 


$39 00 


$27 00 


Total Label 2 6 








Tape 


$24 95 


$1800 


$1200 


D'Sk 


$29 95 


$23 00 


$1500 


Programmers 








Helper (Disk) 


$59 00 


$39 9* 


$29 95 


80 Column Screen 








(Disk) 


$59 95 


$39 95 


$29 95 


Ousn Crumble Chomp 








(Tape/ Disk) 


$29 95 


$24 95 


$1995 


P>tstop(Caitndgei 


$39 95 


$29 95 


$24 95 


Typing Teacher 








(Tape/ D«sk) 


$29 95 


$24 95 


$1500 


Some Designer ( (Tap*/ 


$1695 


$14 95 


$1000 


Disk; 








Fireball Joy Stick 


$24 95 


$1595 


$1000 


Light Pen 


$39 95 


$1695 


$14 95 


Dust Cover 


$ 695 


$ 6 95 


$ 460 



i See 100 coupon items m our catalog') 

Write or call for 
Sample SPECIAL SOFTWARE COUPON! 



EXECUTIVE QUALITY 
PROFESSIONAL BUSINESS SOFTWARE 

The Cadillac of business programs 
for Commodore 64 Computers 



Item 


List 


'SALE 


Coupon 


Inventory Management 


$99 00 


$59 00 


$4900 


Accounts Receivable 


$99 00 


$5900 


$4900 


Accounts Payable 


$99 00 


$59.00 


$49 00 


Payroll 


$99 00 


$5900 


$49 00 


General Ledger 


$99 00 


$59 00 


$4900 



LrOMMODORE 16 

(the new learning computer) 

$99 oo 

• COM-64 POWER FOR VIC-20 $79.00 

• NEW VOICE SYNTHESIZER $59.00 
(Com-64 or VIC-20) 



COMMODORE 16 COMPUTER $99.00 

This new LEARNING COMPUTER has 48K total memory 
(32K ROM and 16K RAM) 40 columns. 25 lines. 128 
colors. 8 sound levels upper-lower case High resolution 
graphics. 66 typewriter keys, extended 3 5 MICROSOFT 
BASIC with over 75 commands, machine language 
monitor. 12K useable RAM. FANTISTIC FOR 
PROGRAMMERS AND STUDENTS!!! 



COM-64 POWER FOR VIC-20 $79.00 

Just plug m our 32K RAM MEMORY EXPANDER 
and you get as much usable programming power 
as the Commodore-64 computer!! Master control 
switches on cover. Gold Edge connectors, five 
year warranty (FREE $29.95. CARTRIDGE GAME) 

NEW VOICE SYNTHESIZER $59.00 

For Com-64 or VIC-20 computers. Just plug it in 
and you can program words and sentences, ad- 
just volume and pitch, make talking adventure 
games, sound action games and customized 
talkies" FOR ONLY $19 95 you can add TEXT 
TO SPEECH, just type a word and hear your 
computer talk-ADD SOUND TO "ZORK. 
SCOTT ADAMS AND AARDVARK ADVENTURE 
GAMES!! (Diskortape) 

16K RAM CARTRIDGE $49.00 

Increases VIC-20 programming power 4 times 
Expands total memory to 41K (41.000 bytes) 
Memory block switches are an outside cover' 
CARDCO Includes FREE $29.95 game! 1 

8K RAM CARTRIDGE $34.95 

Increases VIC-20 programming power 2 V2 
times Expands total memory to 33K (33.000 
bytes) Includes FREE $16 95game 

3 SLOT SWITCHABLE EXPANDER $24.95 

Allows you to add 3 cartridges at one time- 
switch select to turn slots on or off — PLUS reset 
button. A must for your VIC-20 computer!' 



9" GREEN SCREEN MONITOR $69.00 

Excellent quality SANYO, easy to read. 80 col- 
umns x 24 lines. Green Phosphorous screen 
with anti-glare, metal cabinet! Saves your T.V. 
PLUS $9.95 for connecting cable Com-64 or 
VIC-20. 

12" GREEN OR AMBER MONITOR $99.00 

Your choice of green or amber screen monitor top 
quality. SANYO. 80 columns x 24 lines, easy to ready, 
anti-glare, faster scanning! PLUS $9 95 for connecting 
cable Com-64 or VIC 20 



• LOWEST PRICES • 15 DAY FREE TRIAL • 90 DAY FREE REPLACEMENT WARRANTY 
• BEST SERVICE IN U.S.A. • ONE DAY EXPRESS MAIL • OVER 500 PROGRAMS • FREE CATALOGS 



Add $10.00 for shipping, handling and insurance. Illinois residents 
please add 6% tax. Add $20.00 for CANADA. PUERTO RICO. HAWAII. 
ALASKA. APOFPO orders. Canadian orders must be in U.S. dollars. 
WE DO NOT EXPORT TO OTHER COUNTRIES. 

Enclose Cashiers Check. Money Order or Personal Check. Allow 14 
days for delivery. 2 to 7 days for phone orders. 1 day express mail ! 
VISA — MASTER CARD — C.O.D. 



£|\ITERPRIZES < weloveourcustomers) 

BOX 550, BARRINGTON, ILLINOIS 60010 
Phone 312/382-5244 to order 



Introducing The New Standguard — 
A Computer Keyboard Cover 
And Bookstand In One 

Made of K-resin plastic, its solid nature serves 
a dual purpose. As a computer keyboard 
cover, it protects the keyboard from dust, 
liquids and accidental pressure thereby insur- 
ing a long, trouble-free life for your com- 
puter. As a book-stand, its one inch wide lip 
allows for the placement of books and papers 
holding them at eye level for easier reading. 
The Standguard has an attractive smoked col- 
or, is shatter resistant and because of its non- 
magnetic, non-conductive nature, will not 
disturb magnetic disks or tapes. 

The Standguard measures 16 '/«" wide and 
9" deep. It is made to accommodate most 
personal computers such as: the Atari 800. 
600 XL. 800 XL. 1200 XL. the Apple II. II 
Plus. II E and the Commodore 64 and Vic-20. 
And the cost is only SI 8.95 (includes ship- 
ping and handling). 

To order, simply specify quantity and mail a 
check or money order to: 

DMI Products Co. 
740 Colfax Avenue 
Kenilworth, N.J. 07033 
201-241-1471 
Major credit cards accepted. 




For Home or Business: WHAT. . .WHEN . . . HOW. . . 

LEARN HOW 
TO USE A 
COMPUTER 

Now at Home in Spare 
Time, you can learn every- 
thing you always wanted to 
know about personal com- 
puters. How to program in 
BASIC. How to understand 
and use more than 80 
BASIC commands and 
functions. How to write and 
run your own programs... 
for both personal and busi- 
ness applications. How to 
use pre-packaged software 
and change it to meet your 
special needs. How to 
make sense of the over- 
whelming maze of books, 
information and advice 
available at your local com- 
puter store. 
More Than Just A Computer Manual 

This is more than just another programming manual.. .it's 
an entire comprehensive course written by experts. Yet, 
because it was especially developed for home study, you 
learn everything right in your own home, without changing 
your job or lifestyle, without attending a single class. 

Plus You Get Your Own Computer 

To give you practical hands-on experience, this course in- 
cludes your own personal 

computer— the Timex Sin- 

\ c l a i - 1500 with built in 16K 
memory— plus a cassette 
recorder that lets you save 
1 your programs on tape. 

Get all the facts. MAIL COUPON TODAY! 




ICS 



COMPUTER TRAINING. Dept. XM08A 
Scranton. PA 18515 



-Age- 



Address - 



City/ State/Zip - 



WHAT'S IN STORE 
SOFTWARE REVIEWS 



when going from Wizardry to Knight 
of Diamonds, only the name, rank, 
and certain powers of the "ances- 
tors" may be used in the new game. 

Some may object to this because 
the new game calls upon us to give 
up practically all the spells, skills, 
and wealth we've acquired through 
long, hard campaigning against the 
evildoers of this fantasy world. But 
the creators of the new game real- 
ized that action is action, regardless 
of the powers and weapons wielded 
by our heroes. By making us go 
back to being first-level characters 
again, we're forced to fight with 
monsters, not simply haul out the 
heavyweight spells or fancy weapons 
to nuke the opposition. 

Llylgamyn offers players the 
chance to polish their wits and 
make the best use of the lesser spells 
and weapons at hand as they search 
for treasure in the maze's depths. 
Use your gifts wisely and back up 
those disks, because this game is a 
tough challenge for all who partici- 
pate, 



1) S CORSAIRS (S) 

2) 5 CORSAIRS <S) 



ODYSSEUS 'S OPTIONS: 



DIGHT U)SE R)Ut1 
S)PELL P)ARRV T)AKE BACK 



tt CHARACTER NAME 

1 ODVSSEUS 

2 BART 

3 ROLLO 

4 FATHER JOHN 

5 CAM. 01 

6 ARGYLE OF SOCK 



Playtesters questing through six 
months of Llylgamyn found the 
game wholly involving. They appreci- 
ated the full-screen graphics that re- 
placed the disappointing quarter- 
screen visuals used in the first two 
games. Not to be missed, this is 
suitable for ages 10 and up. 

The Seven Cities off Gold 

hardware requirements: Atari Home 
Computers, 48K (disk). Version 
planned for Commodore 64. 
Joystick. 

manufacturer: Electronic Arts 
PRICE: S40 

Return to those daring days of yes- 
teryear when brave men in tall ships 
set sail to discover new lands, 
slaughtering or converting the na- 
tives and filling the coffers of their 
lords with ill-gotten gains. Dan and 
Bill Bunten, who gave us M.U.L.E. 





CLASS 


AC 


HITS 


STATUS 


N-FIG 


6 


IB 


IB 


N-FIG 


b 


18 


18 


N-THI 


7 


6 


6 


G-PRI 


7 


8 


8 


N-NAG 


IB 


4 


4 


N-FIG 


4 


8 


DEAD 




last year and Cartels and Cutthroats 
the year before that, have devised a 
superb new game of colonial greed, 
lust for power, and Spanish con- 
quest in the Great Age of Discovery 
(about 1492-1540). 

Experience either the historical 
scenario, in which your intrepid ad- 
venturers sail to subdue or colonize 
the Americas, or the "World Maker," 
which creates a fantasy earth ruled 
by such people as the Incas, Japa- 
nese, or Aztecs. Your goal is to rise 
in rank and prestige by overcoming 
such obstacles as weather, the vast 
expanse of ocean that separates you 
from your mother country, the 
sometimes hostile local populace, 
and death by starvation. Succeed, 
and the King of Spain will make you 
a Viceroy. Fail and die, or perhaps 
even worse, fade into obscurity. 

Sound like fun? It is. And funny, 
too, just like M.U.L.E. Only this time 
you have to balance more than just 
interplanetary exploration and re- 
sources. If you're to fare well you 
must demonstrate superior skill in a 
variety of endeavors: as a mapmaker 
and map reader, farmer (food crops 
keep you alive), politician (in order 
to make peace with the local head- 
men, chiefs, emperors, and kings 
you encounter), soldier (if talking 
doesn't work), tax collector, naviga- 
tor, and explorer. 

Seven Cities Of Gold is more than 
just an intellectual exercise. You use 
your joystick to maneuver your con- 
quistador around the beautifully 
scrolling mapboard. taking him into 
harm's way and back out again — if 
you can survive pitched battles in 
town plazas, ambushes in secluded 
valleys, treacherous seas that you 
must navigate when your men are 
aboard your fleet, and landing on 
unfamiliar coastlines. One of the 
most enjoyable games of 1984. this 
is another winner from the Buntens 
and Electronic Arts, suitable for ages 
12 and up. 
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Exodus: Ultima III 

HARDWARE REQUIREMENTS: Apple II 

series, 48K (disk). Also for Atari. 
48K; Commodore 64; IBM PC/PCjr, 
48K. 

manufacturer: Origins Systems 
PRICE: $59.95 

This is a giant leap forward for the 
role-playing adventure genre. Featur- 
ing an innovative multiplayer com- 
bat system, in which several gamers 
can actively participate against the 
computer. Exodus: Ultima III is ideal 
as either a solo or multiplayer pro- 
gram. It lets you create characters 
from a menu of traits, including five 
races, 1 1 professions, three sexes, 
four areas of specialization, and a 
host of different weapons abilities. 

Up to four of these characters set 
out, searching to conquer the evil 
ruler. Exodus. Traveling across the 
"world" by foot, horse, pirate ship, 
and teleportation. your party will vis- 
it cities, towns, dungeons, and a se- 
cret place. Players acquire additional 
equipment to strengthen their 
chances of success in this, the gran- 
dest of all adventures. 

In sheer size and scope. Exodus: 
Ultima III dwarfs everything that 
has come before it. With eight cities, 
seven multileveled dungeons, two 
castles, and a secret place to map, 
gamers might be able to finish this 




adventure in a year, playing once a 
week. 

Battles take place on a separate 
screen against fearful and cunning 
opponents. Each of the four mem- 
bers of the party fights separately, 
but may work in concert. This mul- 
tiplayer capability, plus the scope of 
the game, and the ability of charac- 
ters to develop through means other 
than combat all pull together to 
make this an absolute must for 
gamers of all ages over 10, a bit 
younger with adult help. 

— GAME REVIEWS BY JAMES DELSON 



0NIY NRI GIVES YOU 
TOTAL COMPUTER 
SYSTEM TRAINING 



Electronics comes to lite on 
>oir NRlDi$cov«YLlb' 



Pro<ess*»ui3V»dig< 
multimeter with Acton 
Audio Cassette to tau you 
through operation 



HaKfron In ntnotthn km 
ins»oe TRS-80 Model 4 
compote* to install 
integrated circuits and 
eniarrje memory to 64K 



Bu "-m mooter dtsptays up 
to 80 characters for word 
processing and spread 
sheet programs 



More practical experience as 

mi tat* put) 



includes TRSDOS*. 
OOSauS* machine 
language monitor, and two 
jam prognra 



Bte-sue lessons 

t hmJhiuwI ng 
step By step 




COMPUTER •MONITOR* 
DISC DRIVE -PRINTER* 
AND SOFTWARE... 
It's all included with NRI at-home 
training in Microcomputers and 
Microprocessors. And only with NRI training. 

If you really want to learn how to work on 
computers, you have to learn how to work on 
computer systems. Only NRI includes a 
complete system with your training . . .total 
training that gives you hands-on experience 
with computers, peripherals, and software. 

Get Inside the Famous TRS-80 Model 4 
Computer 

Learn programming techniques for 
troubleshooting. Go inside to expand its RAM 
to a powerful 64K. Even install a double density 
floppy disc drive. 

You'll become familiar with computer 
languages. . .run software that demonstrates 
computer operation . . .even become 
proficient at modifying programs to fit your 
business or family computing needs. 

Add High Performance Peripheral Printer 

Only NRI gives you total system training 
by including the flexible Gemini 10X printer as 
part of your hands-on learning. Working with it, 
you'll get practical experience in adding 
peripherals, learn maintenance and servicing 
operations. And you'll use it for hard copies of 
important programs, business records, and 
word processing. 



Understanding Built On 
Experience 

You start with the basics, 
rapidly build on the fundamentals of 
electronics with bite-size lessons to 
master advanced concepts like digital logic, 
microprocessors, and computer memories. 

You'll use the exclusive NRI Discovery 
Lab® to see what makes transistors tick, build 
and test working electronic circuits that 
duplicate key computer circuitry, construct 
digital logic circuits that demonstrate computer 
performance. And, you'll probe into the very 
heart of your computer using the Discovery Lab 
and professional digital multimeter included in 
your training program. 

Do It at Home in Your Spare Time 

NRI trains you in your own home at your 
convenience. You learn at your own pace, 
backed at all times by your own NRI instructor 
and the entire NRI staff of educators and 
engineers. 

Free Catalog Tells Much More . . . Send Today 

See all the interactive training equipment 
you get in this state-of-the-art course in today's 
technology. Look over the lesson outlines and 
descriptions of the exciting experiments you'll 
perform. 

Mail the coupon today to see how 
NRI can give you the skills and confidence 
you need to start a good-paying career as a 
microcomputer technician. 



r SCHOOLS 
McGraw-Hill Continuing Education Center 

3939 Wisconsin Avenue, N.W., Washington, DC 20016 
We'll give you tomorrow. 

CHECK ONE FREE CATALOG ONLY 



m 



All Career courses 
approved under Gl bill. 

□ Check for details 



□ Computer Electronics with Microcomputers 

□ Data Communications 

□ Robotics & Industrial Controls 

□ Color TV, Audio, and Video System Servicing 

□ Electronics Design Technology 

□ Digital Electronics 



□ Communications Electronics 
• Mobile • Aircraft • Marine 

□ CB& Cellular Radio 

□ Industrial Electronics 

□ Basic Electronics 

□ Small Engine Servicing 



□ Appliance Servicing 

□ Automotive Servicing 

□ Air Conditioning, Heating, 
Refrigeration, & Solar Technology 

□ Building Construction 



Name (Please Print) 



Age 



[ Ci l 



City/State/Zip 



Accredited by the National Home Study Council 

TRS-80 is a trademark of the Radio Shack division of Tandy Corp. 



155-094 



LI 
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CLASSIFIED 

Give Your Product or Service a Boost 
with Classified Exposure 



FAMILY COMPUTING cannoi be re- 
sponsible for the accuracy or de- 
scription, but will attempt to screen 
out misleading and/or incorrect 
statements. 



HARDWARE 

WANT A PLEASANT SURPRISE? 
Call or write for low prices: 
Commodore. Atari. TI. IBM. Franklin. 
Apple. Corona. & more. All software 
& accessories. Factor)' Sealed 
Manufacturers Warrantees. 
GET PLEASANTLY SURPRISED! 
HARDWARE SOFTWARE 
ANYWARE CO. 
727 Hicks St.: Bklyn. NY 1 1231 
(212) 596-3592 Pete Peterson 

Scratched & Freight damaged 
Apple-Compatible Computers, 
as is from S299 
DISCOUNT COMPUTERS 
(305) 425-7770 

FREE 68pp. computer catalog. 
1000 s of items including diskettes, 
supplies, software & hardware, at 
great discount pricing. Call/write: 
A J*. COMPUTER PRODUCTS 
214A E Main St.. Dept. CI 
Patchogue. NY 1 1772 
(516) 654-8811 



SOFTWARE 

Discount Hard Software TI-99'4A 

Sundisk Software. Inc. 

POB 1424. Royal Oak. MI 48073 

IBM PC Software Free list! 
Paradise Computer Works R.D. 1 
Box273A. Newark Valley. NT 1381 1 

FREE C-64.<TI99/CoCo/MC 10 V1C- 
20/Timex programs! Send Stamps! 
Ezraezra Bx 5222. San Diego 92 1 05 

Coleco ADAM PROGRAMMERS: 

We can market vour D-Pack Programs. 

Call E.S.C. (513) 825-6645 

EASIEST WAY FOR CHILDREN 
TO ACHIEVE TRUE 
COMPUTER LITERACY 

Parents — superb new educational 
software system*. Lets your 
children play computer games, 
while they learn what computer 
programming is all about! And 
learn how to build their own 
programs in a radical new language, 
that is easier than Logo or BASIC. 

System includes games, color graph- 
ics, self-paste on-screen tutor, 
colorful manual, copyable disk, and 
much more. Designed by Ph.D. with 
team of educators and computer 
professionals. 

SPELLCASTER 

Computer Literacy System 
$39.95 + $1.50 'shipping 

Visa and Mastercharge 

or send S3 for 
descriptive literature. 
SHENANDOAH SOFTWARE 
(703) 433-8788 
111 Mt. Clinton Pike 
Harrisonberg. VA 22801 
* For Apple II series. C 64 

TI-99/4A SW/HW Dealer 
ARIZONA DISCOUNT SOFTWARE 
POB 5398. Glendale. AZ 853 1 2 

TOTAL FITNESS! FREE catalog 
130~ health programs: dict'excr- 
cise/psyc/heart/smoking/aleohol/ 
more. Low prices (specify HW) 
CTRL HEALTH: 18653 Ventura 
Blvd. #348C: Tarzana. CA 91356 



Datapack software for ADAM 
Free list. ADAMWARE: 71 1 Pecan 
Dept F-7: Texarkana. AR 75502 

TI-99'4A owners. Free catalog, new 
exciting low-cost sw. TYNAMO: 
Box 690: Hicksville. NY 1 1801 

ADAM owners. 10 super graphics 
games & programs. Send $5. to: 
CAC DISTRIBUTERS 

Box 76: Stratford. NJ 08084 



Bible Games for Timex. VIC 
Free Fiver CHRISTIAN SOFTWARE 
Box 547. Bettsvillc. OH 48815 
(419)986-5217 

No obligation— FREE PRESCHOOL 
MATHEMATICS PROGRAMS 
forC64 Ken Hughson 109 
Main. Sweet Springs. MO 65351 

Multilingual/Educational, for Apple. 

FREE CATALOGUE PROFESSOR 
959 N.W. 53rd St.. Ft. Lauderdale. 
FL 33309: (800) 222-1399 

Free Catalog! Nothing but the best. 
Teacher-selected software pre- 
school—adult AP/C64/IBM/FRKLN/AT 
AVNA Box 9. Pleasantvllle. NY 10570 

SOFTWARE-C64. TI-994A. ATARI 
400/800. VIC-20 SASE FOR catalog 
low prices — Quality software! RAK 
Electronics BX 1585. Orange Park. FL 

EDUCATIONAL SOFTWARE 

CATALOG -NYBBLES AND BITS 
Box 1 180. Reserve. LA 70084 



The Checkbook Program for people 
who hate to reconcile is here! TI-99/4A 
Ca $29.95/Disk S44.95 Rocketman 

4104A San Pablo Dam Rd.. 
El Sobrante. CA 94803 4 1 5-222- 1 626 



Coleco ADAM owners — graphics, 
games/educational programs. Com- 
plete list & details $3. Send to: 
H & E ENTERPRISES 
POB 30756: Honolulu. HI 96820 

FREE catalog of educational & 
personal software & hardware at 
fantastic savings! SBCC. Dept F. 
Thousand Oaks. CA 9 1 260 
(805) 492-9391 



SOFTWARE SALE C 64 VIC 20 

Educational & Entertainment from: 
Tronix/Sublogic/Access'Svnapse/ctc 
FREE catalog! Schwartz's Software 
RD1 Box 310: Glassboro. NJ 08028 

MATH FLASH ASTRONAUT . . . $ 14.95 
Super-effective TI-99/4A programs. 
Catg. $ 1 MAPLE LEAF MICRO WARE 
Bx 13141. Kanata. ONT K2K 1X3 

US S8 up! Over 700 pes. 
famous programs Apple/IBM PC 
busiiu 'ss gamea/ed etc. Catalog 
US SI. RELIANT: POB 336 10. 
Shgung Wan; 1 lon^ Kong 

TI-99 4A. VIC-20. C-64: Software cas- 
settes under $8. Education, enter- 
tainment & more. Free brochure!! 
PROTEUS PROGRAMMING" 
P.O. Box 894-M. Bala. PA 19004 



TS 1000-2 K goof-proof age 4- 1 2 
Face Odyssey. Fox Goose Grain/Dots. 
TicTacfoe/Nim. Mathalete + . - . x ./. 
$9.95 ea. Free Catalog SASE to: 

RED BALLOON SOFTWARE 
1 70 1 6N Madison Rd. . Mead . WA 9902 1 

NAME-BRAND SOFTWARE 

Features discount prices and fast- 
delivery' on Apple. IBM. C 64. TRS-80 
supplies Free Catalog Visa MC 
800'356-75 1 1 : WI 608/868-4777 



GIVE CHILDREN THE BEST!! 

Commodore 64. Guaranteed. Improves 
Spelling Grade. Easy Uses. School 
Words. Self Teaches*. Help Now Only 
S25 Tape'Disk. LWH. 7131 Owensmouth 
Suite C60. Canoga Park. CA 91303 

FREE SOFTWARE. 
Earn bonus Ss for free software, 
books. & supplies: catalog S 1 
(refundable w/order) Specify model. 
Computer Discount Cntr Inc. Dept FC 
Box 1548. Springfield. VA 22 151 

Why hassle with ADAM SmartBASIC 
Files? Use Smartwriter to create 
flexible Database. Fast access, 
retrieval of data in lists or sub- 
files. Send $2.50 to INFOCARE 
Box 6 1 6. Seven Fountain. VA 22653 

SCHOOL QUALITY educational soft- 
ware, manv teacher certified by NEA 
AP. AT. IBM. C 64. Send S2 for 55 p. 
color catalog with screen photos. 
SOFT-SCHOOL Box 428 Plainview. 
NE 68769. VISA/MC Guaranteed 

TIMEX SINCLAIR programming 
tricks revealed. Get programs that 
put that computer to work, expla- 
nations that enlighten. Send for 
FREE catalog THOMAS B. WOODS 
CO.: RT.2. Jefferson. NH 03583 

TRY BEFORE YOU BUY! ! ! 

TI-99/4A Users save money by 
renting software from the 

SOFTWARE EXCHANGE; 

Dept. B: POB 49: New Cumberland. 
PA 17070 Free Brochure! 

Over 100 programs just for KIDS! 
Fun. Educational. Inexpensive. 
Commodore 64 and TI-99/4A. Write 
for brochure KIDware: Box 1664: 
Idaho Falls. ID 83403 

CROSSWORDS 

Over 13.000 3- to 12-letter words. 
Will find words with letters 

missing. Example: h a_s. For C64 

Disk only $19.95. Send check or 
monev order to Marv Funke. 602 
Woodland Ave.. Northvale. NJ 07647 

TI-99/4A SOFTWARE 
Quest for Hitlers Diary. Castle of 
Death. Lighthouse. Thief & other 
graphic arcade adventures. Contact 

MARS MERCHANDISING: 
15 W. 615 Diversey: Elmhurst. IL 
60126(312)5300988 

FREE!! Software Catalog 

Nearly a thousand items, mostly 
educational for grades K- 1 2. 
Largely Apple but other popular 
machines represented as well. 
Write: EAV Inc. 
Pleasantvillc NY 10570 
Tog Free 800-328-1223 

COMMODORE 64 OWNERS!! 

Rent software with option to buy. 
Low prices and no membership fee. 
Hundreds of brand name programs. 
Call or write for free catalog to: 
Cents ible Software 
P.O. Box 263 
Stevensville. MI 49127 
Phone: (616) 465-6632 

FREE CATALOG of TESTED 
EDUCATIONAL SOFTWARE for Apple 
Atari/C-64ATRS80cc^ri99 / VlC20 
Moses. Bx 1 1038. Huntsville. AL 35805 

Wizardry "Clone" your 
best characters: acquire huge 
stocks of gold, weapons, magic 
items: SAVE apparently 
doomed characters— WITHOUT 
CHEATING. No software requi- 
red. Send $5 for step-bv-step in- 
structions to Wizard. POB 337: 
Gale Fern-. CT 06335 



ADAM owners, new ART program 
Send for information. VIDSKI 
894 Inwood PI.. Rahway. NJ 07065 

3 BIG REASONS TO BUY 

Software From Soft Source-R 

1 . Top Apple. IBM PC— All recrea- 
tional & educations (20-40% off) 

2. Money back guarantee 

3. FREE shipping on prepaid order 
FREE brochure (specify computer) 
Soft Sourcc-R. Dept D. 

Box 2931. Joliet. IL 60434 

Astrology casts your accurate 
birth chart. & interprets it in 
1500 + words! ASTRO-SCOPE 
S30 on disk for Apple IITRS-80/ 
C 64. Also professional astrology 
software for IBM PC/CPM. etc. 
AGS Box 28: Dept 1 
Orleans. MA 02653 
(617)255-0510MC/Visa 



TERMINAL TRIVIA 

Over 1000 ?s on 3 disks, additional 
? disks available: 3 levels of dif- 
ficult. Plav TERMINAL TRIVIA. . . 
It'll kill yal Apple II/ + /e/c 48K. 
Only $39.95 + $2.50 p + h. Call free. 
1 -800-368-3238: 1 -800-542-2224( VA) 
MCWI H.U.M.A.N.S. INC. 



MISCELLANEOUS 

JOIN THE BIG 
RED APPLE CLUB 
A national Apple users' group with 
benefits including monthly news- 
letter & large library of free 
software. Annual membership $12. 
Sample newsletter $1. 

BIG RED APPLE CLUB 
130 IN 19th. Norfolk. NE 68701 
(402) 379-4680 

ENTERPRISING FAMILY 
to own/manage community service 
business from home computer. A 
leading edge communications/info, 
service with immense market potent- 
lal. Box 2006. Great Neck. NY 1 1021 

Join the #1 Adam Users' Group! Be a 
charter member. TI Group also. Jay 
Box 3761. Cherry Hill. NJ 08034 

DISKETTES: MAXELL MD-1 21.95/ 
10: MD-2 33.95/10: DYSAN 104/10 
26.95/10: 104/20 36.95/10 
Shipping $3.75 anv size order. 
TAPE WORLD. 220 Spring St. #361. 
Butler. PA 16001 (800) 245-6000 

ADAM ADAM ADAM 

Compatible, preformattcd blank 
data cassettes. 1 thru 9. for $4.95 ea. 
+ $1.50 s/h per order. 10 for $41.50 
Cassette w/4 Educational programs 
$7.95. Nylon covers for keyboard & 
printer $13.95 set. Printer legs & 
front mounted switch activator set 
S22.95 +$2 s/h. For info. SASE 
DAT ABAC KUP. Box 335. Iona. ID 83427 

Adam's Apple Club for Adam 
Newsletter and club all in one. 
$5 write: Adam's Apple 

4835 Edsal. Cleveland. OH 44124 



BOOKS & MANUALS 

Hundreds of cards for Apple & C 64 
listed by function & price $7.50 
AXCESS 3030B Mt. View. Bath PA 18014 

JOIN ADAM USERS of AMERICA 

Monthlv Newsletter. CBBS. Discounts 
$18/yr. $3/Current "Garden of Adam" 
Bx 6307. Huntington Beach. CA 92615 
AUA Hot Line: 714-841-1771 Visa/MC 

Complete hints, solutions to: 3 Zorks 
$8.50. 3 Wizardry s— $8.50. Ultima 3 
$8.50. Anv Infocom game— $3.00 
TIME AWAITS 5304 Caminito 
Velasquez. San Diego. CA 92124 
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DIRECT ACCESS is a unique advertising section. Created 
for mail-order advertisers, it serves as the shopping guide 
for FAMILY COMPUTINGS more than 350,000 subscribers. 
Each month the newest and best in computer related 
products and novelties will be found in DIRECT ACCESS 



Home is 
where the computer is. 
Reach your target market 
directly. Advertise in 
DIRECT ACCESS. 

To Place Your Ad in 

DIRECT ACCESS 
Call (212) 505-3636 
FAMILY COMPUTING 

730 Broadway 
New York, N.Y. 10003 



SPECTACULAR 

SHLOWEST PRICES 

W9i maxell disks 



LIFETIME WARRANTY 



$ 



ea md i w 

- (SSDD) 



ea 



Qty 20 



5VT MDI-DDM SS/DD/96TPI . . $2.65 
5'/4" MD2-DDM DS/DD/96TPI . . $3.30 

8" FD-1 SS/SD or DD $2.85 

8" FD-2 DS/DD $3.30 

1-800-328-3472 

Dealer inquiries invited. COD's and charge 
cards accepted. All orders shipped from 
stock within 24 hrs. 



North Hills Corporation 

3564 Rolling View Dr. 
White Bear Lake, MN 55110 
MN Call Collect 1-612-770-0485 



Software That Works 
For Generations 

6 Types of Charts and Sheets 
Indices 
User Fields 
Notes, Footnotes and Sources 
No Limits 
Adapts to Your Hardware 
Comprehensive 
Easy to Use 
And Much, Much More 



Send for brochure 
and sample printouts. 
Familv Roots in- 
cludes detailed 
manual and 2 full 
diskettes of pro- 
grams for vour 
Apple II. IBM 
PC, Commodore 
64 and CB'M.' 



Other genealogy soft- 
ware also available 



# 

Family 
Roots 



Pnce$lB5 
S«tul«ctton 

Am*ncan Eiprcw 
Vim b Mastercard 

Acrcfrted 



QUINSEPT, INC. 
P.O. Box 216, Lexington, MA 02173 / (617) 641-2930 




Tl 99/4A SOFTWARE 



TYPWRITER 

A 1 6K Word Processor 
for Cassette or Disk 

(does not require 32K mem. exp.) 

NAME-IT 

16K Mail List/Data Base 
for Cassette or Disk 

Control & Print: labels, lists, files. 

MASTER DISK FILE 

A PERPETUAL DISK FILE 

Insert disk into drive: it is catalogued and filed. 

SCREEN/DUMP 

Print the screen to an 8-dot addressable. 8 bit 
printer Does not require memory expansion' 

GAMES 

All Games Available on Cassette or Disk 
Write or call for detailed FREE CATALOG 
VISA & MASTERCARD ACCEPTED 



Teach the 
children 

well...So H s» 

THAT'S MY STORY brings 
creative writing into your home. 
Your whole family will want to 
work together to build creative 
adventures as varied as your 
imaginations. $59.95 

• Includes two disks 
and User's Guide. 

• Apple II Series, IBM 
PC, PCjr. 

To order or receive 
complete FREE catalog 




SB 




call 1-800-645-6564 
1-516-621-1540 

Satisfaction Guaranteed 

LEARNING WELL™ 

Leaders in Educational Software 



DISKETTES 

$18.50 SS/DD 



(10 Disks/ Box) 

5 V*" SS/DD $18.50 

5 Va" DS/DD $23.50 

8" SS/SD $20.50 

8" SS/DD $24.95 

8" DS/DD $30.95 

Ribbons, Storage Boxes and Labels, 
etc. also available. Complete price list 
available. 

SATISFACTION GUARANTEED SINCE 1967 
Call (415) 778-2595 

or write: 
Argonaut Distributing 
1104 Buchanan Road-'FC 
Antloch, CA 94509 

Add $3.00 Shipping /Handling 
VISA or MC CO.D. Orders Add $1.50 



EXTENDED SOFTWARE CO. 
1 1987 CEDARCREEK DRIVE 
CINCINNATI. OHIO 45240 
(513) 825-6645 
ALL PROGRAMS IN EXTENDED BASIC 
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REAL SPEECH SYNTHESIZER 

Only 

$89.95 

Complete 



Mill 
vilSTfl 




The best speech synthesizer 
available because it talks In 
your own voice I Speaks m 

any language — even sing- 
ing! You can even add spe- 
cial effects. Easily programs 
in BASIC using new com- 
mands. Children find it utterly foscmoting. 
Imagine putting your own voice (or someone 
else s) into education, business and game pro- 
grams These ore just o few of the many rea- 
sons why the Voice Master system was select- 
ed at CES as one of the most innovative consumer 
electronic products of 1984 1 

Available for Commodore 64, Apple lie Atari 800X1. 
RS CoCo. and IBM PC. Word recognition software 
available separately. 

See Your Dealer Now for a Voice Master Demonstration 
Or call us at (503) 342-1271 for a telephone demon- 
stration. Please include $4.00 shipping handling when 
ordering from the factory. Visa MC MO or check. 
Call or write for further information 



COVOX INC 

675-D Conger St.. Eugene. OR 97402 
Telex 706017 




MASTER OF MYSTERIES 
OF THE COMMODORE 64 




Learn to program like a pro 

• Easy structured lessons 

• Fully explained experiments 

• Software disk contains sound tutor, music demo, 
machine language monitor, sprite editor, and more 

• All for only $49 95 ♦ $2.00 postage and handling 

• Specify Disk or Cassette 
Also Available 

The VIC-II Chip explained $6 95 

The SID Chip explained $6 95 

Aod S1 00 postage and handling 
Order NOW! Send check or money order to 

THE COMPUTER TUTOR 

Box 183, Grandville, Ml 49418 




ATTENTION Tl OWNERS: 
ANNOUNCING 

An exciting new game for your 
computer. This program has all 
the fun and excitement of a real 
golf contest. 9 different holes (18 
on disk), 3-D effects, choice of 
clubs, hook and slice options, 
water and sand traps, as well as 
speech are just some of the great 
features of this fabulous game. 
Without a doubt, we feel this is 
^ . absolutely one of the best programs 
•^f\ffi. available. Don't miss this one' 
" T — ^r- i-L~ * Extended Basic required 
• Joysticks Optional 
• Speech Optional • 1 or 2 Players 

9 holes $19.95 cass 

18 holes $24.95 disk 

order only 1-800-233-3266 

PA & INFO. 1-717-836-4522 
•ALSO Stand Alone RS232 

w/serial & parallel ports (no P-box needed) $ 149 95 

32K Memory Stand-Alone $ 139 95 
Axiom 100 Tl Printer (direct connect) $ 279 50 

COMPLETE 20-PAGE CATALOG FREE UPON REQUEST 

MWS COMPUTERS 

22 E. Tioga St., Tunkhannock, PA 18657 



» DISKS » 



CASSETTES • 

Fully I13.95 
Guaranteed Hi. 50 
cents 



10 disks SS.SD M/jackets 
30 disks SS.SD M/jackets 
C-IO cassettes each 

Every 12 cassettes-get 1 FREE « CassT boies add 14 cents ea 

» COLECO ADAH » 
Digital Data Pack (Blank - Pre/Fonatted-Brand Waie) $5.50 
Digital Data Pack (Blank - Pre/Fortatted-Plain label) 13.95 
Ribbon Cartridge (ADAH printer) 15.50 
Daisy Wheel - Many styles to choose (Script etc.) $5.50 
PRINTER STAND - Front reiote OH/OFF-raised 4 paper $24.95 
DISASSEMBLER - The purpose of this program is to convert 
Machine Code stored in (ADAMieiory into something readable. 
This program by IHA9E HICROCORP plus 4 belcn. $34.95 
DIABLO - A combination of an arcade gate and a laze gate. 
Action fast t furious. Challenging t addictive. $24.95 
THE STOCK MARKET GAME - A board style gate. 1 to 4 players 
Invest, chart I Don Jones shoos trends. Fun/educational 124.93 
BLACK BOLI - Look for hidden oil deposits. Survey, profits. 
Estimates costs etc. 1-4 players. Fun board style gate. $24.95 
MORSE CODE - Learn Horse Code i Code Practice $19.95 

» TI-99/4(A) » Ext. Basic, Cass, or Disk 
DIABLO - Mever has there been a gate like this. $19.95 
CASTLE Of DEATH - Adventure series on cass.100 rooas $17.99 



Shipping It Hldf. $2.50 
VISA t HASTERCARD 
Fast Delivery 
Special 51 off-Software 



H.V. RUTH CO., Dtpt.F94 
310 RHODE ISLAND AVE. 
CHERRY HILL, IN 08002 
|40!j M7-232o 



FREE 
CATALOG 
DEALERS 
WANTED 



Hut coiputer do you have? - SAVE I's Software, supplies.etc 



l%m SOFTWARE 

~ COLORFUL GRAPHICS 

USER FRIENDLY 
COMPLETE INSTRUCTION MANUAL 



HOME- 



You and Your Checkbook • insurance File 
■ Credit Card ■ Micro Money Minder • 
■ Home and Business Inventory ■ 

EDUCATION 

Micro Math Series ■ (add. - subt. - mult - div.) 
Reading Fun ■ Making Change "Vocabulary Builders 

BUSINESS 



• Property Manager • Casn Flow Analysis ■ 
■ Stock Profiles ■ investment Analysis ■ 

$24.95 each 
plus $1 50 for shipping and handling. 

For information or ordering 




P.O. Box 5363 
Glenoale. Arizona 85312 (602) 938-5640 
Dealer and Distributor inquiries weiome 



SPECTACULAR 

SSI LOWEST PRICES 
aS| 3M DISKETTES 

" LIFETIME WARRANTY 



$ififl ea ™ $91 9 e 

5W SS/QD/96TPI ... $2.55 
5V<" DS/QD/96TPI ... $3.20 

8" SS/SD $2.00 

8" SS/DD $2.45 

8" DS/DD $2.95 

1-800-328-3472 

Dealer inquiries invited. COD's and charge 
cards accepted. All orders shipped from 
stock within 24 hrs. 

North Hills Corporation 

3564 Rolling View Dr. 
White Bear Lake, MN 55110 
MN Call Collect 1-612-770-0485 



FAY: 

THAT MATH WOMAN 

...arithmetic in action 

What does "6 + 3" mean? 
Success in arithmetic 
reauires more than 
simply memorizing the 
answer. Your child 
requires an under- 
standing of what those 
abstract symbols mean. 
Fay: That Math Woman is 
an engaging program 
which will do just that. 
Fay illustrates your 
child's answers on a 
number line - providing 
a picture of how each 
operation works. 
All 4 operations included. For children in 
grades K to 3. Only $29.95 VISA & Mastercard 
accepted. On disk for Apple II " and 
Commodore 64"! Call or write today. Also 
available at many computer stores. 

I DIDATECH SOFTWARE LTD. 

Dept 549 Box C34069 Seattle. WA 98124-1069 
(604) 687-3468 




20 PROGRAMS 

on 2 cassette tapes 



for 16K 
TS1000. 
TS1500, 
& ZX81 
only 
$19.95. 

•for TS2068, C-64, VIC-20, ATARI, 
TI99/4A, CoCo & MC-10 only $29.95 
Save money, learn about the exciting world of home 
computing and have fun doing it with the new 
HOME-PAC™ 

The HOME-PAC™ with 21 page user manual 
covers educational, graphics, recreational, home 
finance and utility applications. 
Great tool for learning to program in BASIC 
Programs are listable and manual includes section 

on m odification tips 

1 10 DAY MONEY BACK GUARANTEE 1 
Please add $2.00 shipping and handling to order. 

Simplex Software. Dept FC2 

62 Crestview Drive 
Willmgboro, NJ 08046 
MC. VISA & Checks Accepted 
Orders & Inquiries State Computer Type 
Dealer Inquiries Invited 



fcizkl 


m 
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COMPUTERS 



Pure Radio Shack Equipment 

Unbeatable 
Prices! 

Call for prices on complete line 

800-526-5313 

In N.J. Call 901 7J8 8080 

No Sales Tax Collected N ' J£T U 



FREE! 
40 
page 
catalog 

1 5 Marshall Hill Road ^taiou 
Wesi Millord. New Jesev „.„, * „ 
074807I9B otpiM* 



Computer 
Discount 

l of America , 
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C-64 "and ATARI 400 " 
OWNERS 




SOLVE YOUR TRIGONOMETRY PROBLEMS 
THE EASY WAY AND SEE RESULTS 

C= 



$10.00 (DISK ONLY) 



Check, Money Orders, 
VISA and MASTERCARD accepted. 
Please specify C-64 T " or Atarl-atxr 



Just Fun Software 

PO BOX 25854 
Colorado Springs. CO 80917 
(303) 597-1965 



C-64 Is a trademark of commodore Electronics, Ltd. 
Atari is a trademark of Atari Corporation. 



/UTUR£Vl5iaN f 

INTRODUCES 



j 



DED TUNE5 

For The ADAM COMPUTER 

$24.95 

/ / UTUREV / I5I0N TM 

P.O. BOX 34 

N. BILLERICA , MA. 01862 

visa or mastercard accepted 

Adam isa trademark of Coleco Industries 




Value Priced Diskettes! 
6 Year Warranty! Hub Rings! 100% Error-Free! 
5%" Diskettes Soft or Hard Sector - Boxed 

SSSD $1.39 Each* 

SSDD $1.59 Each* 

DS DD $2.19 Each - 

RDD (Flippy) $2.29 Each* 

Similar savings on 8", quad density and 
special format diskettes. 
Bulk Diskettes, with envelopes 
deduct 5C per diskette. 
•Per Diskette-Quantities of 50 or more. 
10% Surcharge for quantities 
less than 50 diskettes. 
Ml Residents, sdd 4% Sales Tax. 
Shipping & Handling $3.00/ 50 Diskettes. 
TO ORDER: Call or Write To... 

Precision Data Products 

P.O. Box 8367 
Grand Rapids, Ml 49508 
1616) 452-3457 
Michigan 1-800-632-2468 
Outside Mich. 1 -800-25B-0028 

C.O.P, E^Jj 



p 



J 



Used by elementary schools, universities, planetarlums, and observatories worldwide. 



YOUR WINDOW TO THE UNIVERSE 



. This has really expanded my field of vision. I saw 
more in the six weeks after I got TellStar than I had in 
the six years before that." 

Time/April 16, 1984 



41 f 



"This incredible program . . . 
gives yotran accurate view 
of any starry night." 
"TellStar is as valuable to the 
professional as it is fun for the 
amateur." 

Personal Software/Feb. 1984 



TellStar is your personal guide to the stars helping you discover 
the excitement of astronomy; whether you're 6 or 60. You will 
see. locate, and identify constellations, stars, planets, and other 
stellar objects with graphic displays. 



* Level I One Star Table 

* Level II Three Detailed Star 
Tables Including All Of The 
Fascinating 'Messier' Objects 

♦Level II IBM PC's Equipped 
With An 8087 NOP 



IBM/XT/JR 
S 49.95 
99.95 



Scharf Software Systems, mc 

Suite 1068 2 1 1 I -M 30th St. Dept. FC 
Boulder, CO 80301 (303)666-5353 



Add S3 0C shipping and handling charges CO 
residents include additional 6. 1% sales tax VISA 
and Mastercard accepted with signed order Interna 
tional sales please write Dealer inquiries invited 

IBM and Apple are registered trademarks of Interna tional Business Machines Corp and Apple Computer. Inc respectively 





Ends computer theft /damage 
worries! For as m as. . . $35 a year 

If you use your personal computer for business, or if your computer 
use is all business, and you haven't bought SAFEWARE™ you could be 
in for an expensive shock. Most homeowners insurance excludes 
computers used for business of any kind. 
Now there's SAFEWARE An insurance professional developed 
SAFEWARE to cover his own personal computer. Since then, thousands 
of other owners have purchased the only coverage that protects all 
hardware, all purchased software, and all media — after a low $50 
deductible. SAFEWARE protects against: • Theft • Fire • Accident • 
Damage in transit • Earthquake • Power Surges. All for one low 
annual premium. 



Call today for 
immediate protection 

In Ohio (614) 262-0559 
Phones open 8 a. m. to 8 p. m. 
Monday thru Saturday 



800-848-3469 




Select coverage for your total system 


Amount of 


Annual 


Insurance 


Premium 


Up to t : 000 


1 35 


$ 2.001-1 5,000 


S 60 


$ S.001-S 8.000 


t -5 


$ 8.001-$1 1.000 


$ 90 


si l.ooi -si 4. oou 


$10. 



Yes. my computer needs immediate protection! 
Safeware coverage issued when payment is accepted. 
SAFEWARE. P.O. BOX 02211. COLUMBUS. OHIO 43202 

Name 



Call for rates on higher limits 

Contract form differs in Texas 

Call for student rates. 

It is an underwriting requirement that you 

insure your svstem for its total value. 



Street 



Citv 



State 



Zip 



Svstem Value j 



□ Check □ VISA □ MasterCard Exp. 



Card # 



Signature 



No n<k \bu "iay return contract for full refund uitbin 10 days Coieraiie< and limits 
are subject to the terms, conditions and exclusions actually included in the contract. 
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FAMILY 

SUBSCRIBER ° 
SERVICE 



§ 



TO CHANGE 
YOUR ADDRESS: 

Please aftix your cunent 
mailing label (or print your 
name exactly as it ap- 
pears on your mailing 
label) in the space directly 
below and enter your new 
address at the bottom of 
this page. Please allow 4-6 
weeks prior notification. 



AFFIX 
MAILING 
LABEL 
OR 

WRITE 
OLD 

ADDRESS 
IN THE 
BOX 
TO THE 
RIGHT 



c 



TO SUBSCRIBE OR RENEW: 
To start a subscription or extend 
your current subscription enter your 
name and address (or affix cunent 
mailing label) in the space below: 

□ Enter my subscription 

□ Renew my subscription 

□ 1 Year- $17.97 

□ Canada: 1 Year-$21.97 

□ Foreign: 1 Year- $41.97 (airmail) 

□ Payment Enclosed □ Bill Me 

NEW ADDRESS, 

NEW SUBSCRIPTION. RENEWAL: 



Addn 



City 



Zip Code 



NOTICE: From time to time Family 
Computing makes its mailing list avail- 
able to carefully screened organizations. 
If you prefer to have your name removed 
from this list, please check the box below. 
□ PLEASE REMOVE MY NAME FROM YOUR 
MAILING LIST. 

MAIL TO: 

FAMILY 
COMPUTING 

Subscription Service Dept. 
P.O. Box 2511 

Boulder, Colorado 80322 3Z024 



Give 
Your Product 
or Service 
a Boost 
with Classified 
Exposure 



Cost-effectively reach the more than 
one million FAMILY COMPUTING 
readers who want information on 
computing, and computer-related 
products. 

Active, aware users of: Commodores, 
TIs, Apples. Ataris, Coleco, IBMs. Ti- 
mex Sinclairs. TRSs, Franklins, etc. 
who have an ongoing interest in sys- 
tem upgrade, adding peripherals, 
writing programs, acquiring soft- 
ware, joining data bases, bulletin 
boarding, and accessing you. 

Connect now by placing a classified 
ad for your product or service in 
FAMILY COMPUTING. 

CATEGORIES: 

HARDWARE 

SOFTWARE 

DATA BASES 

PUBLICATIONS 

BUSINESS OPPORTUNITIES 

MISCELLANEOUS 

RATES: 

Cost per line in consecutive issues 
1x816.95 3x $14.50 6x $13.60 

34 characters per line, including 
spaces and punctuation 

25 characters per line, including 
spaces and punctuation, in all caps 
or boldface 

$15 additional for all/any boldface 
25% additional for toned background 

TO PLACE YOUR AD: 

• Print or type your copy 

• Determine number of lines 

• Decide frequency 

• Send ad with check or M.O. to 

FAMILY COMPUTING 
730 Broadway 
New York, NY 10003 
Attn: Megan Van Peebles 

Or call us at (212) 505-3636 and we 
will help you write an ad with real 
FAMILY pulling power. 

All P.O. Box/Mail Order insertions 
must submit PHONE NUMBER for 
our records. 

Ads received by the 20th of the 
month will appear in the issue ap- 
proximately 2 months following re- 
ceipt of the ad. 
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Such A Deal 


108 
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Telestar 
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91 




Triton 


102 
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20 
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Wiley 


100 


66 


Xerox 


49 
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FAMILY 
COMPUTING 

READER SERVICE 



Use this card for fast and convenient product 
information. 

Name 



Address . 
City 



State . 



Zip Code . 



1. What software are you 
most Interested in? 

a. □ Games 

b. □ Education 

c. □ Financial 

d. □ Wordprocessing 

e. □ Other 
2. 1 owns 

□ Adam 

□ Apple 

□ ' 
□ 
□ 



a. 
b. 
c. 
d. 
e. 
f. 



Atari 

Commodore 
IBM 

□ Radio Shack 

g. □ Timex 

h. □ Texas Instruments 

i. □ Do not own computer 

3. Are you a Family 

Computing subscriber? 

a. □ Yes 

b. □ No 
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109 110 111 113 113 114 


115 116 117 110 119 110 


111 111 113 114 115 116 


117 110 119 130 131 131 


133 134 139 134 137 130 



September, 1984 



Void after November 30, 1984. 



READER SERVICE 
FREE INFORMATION 

Readers are invited to learn more 
about our advertisers' products. This 
is a free service to Family Computing 
readers. Follow the directions below 
and the materials will be sent to you 
promptly and free of charge. 

1. Circle the number(s) on the card 
that corresponds to the key num- 
ber appearing in the Advertisers' 
Index to the left of the adver- 
tiser's name. 

2. Simply mail the card. Postage 
is necessary. The literature you 
requested will be mailed to you 
directly free of charge by the 
manufacturer. 

3. Print or type your name and 
address on the attached card. To 
receive the requested information, 
you must answer all questions on 
the reader service card. 

4. Circle number 138 on the reader 
service card if you wish to sub- 
scribe to Family Computing. Youll 
be billed for 12 big issues for only 
$17.97. 

5. Do not use the card for change of 
address. Please write to: 
FAMILY COMPUTING 
Subscription Service Dept. 

RO. Box 2511 

Boulder, Colorado 80322 



FAMILY 
CO MPUTING 

READER SERVICE 

Use this card for fast and convenient product 
information. 

Name 



Address 
City 



. State . 



, What software are yea 
most interested la? 

a. □ Games 

b. □ Education 

c. □ Financial 

d. □ Wordprocessing 

e. □ Other 
I owns 

a. □ Adam 

b. □ Apple 

c. □ Atari 

d. □ Commodore 

e. □ IBM 

f. □ Radio Shack 

g. □ Timex 

n. □ Texas Instruments 
i. □ Do not own computer 
Are yea a Family 
Computing subscriber? 

a. □ Yes 

b. □ No 
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September, 1984 



Void after November 30, 1984. 



FAMILY 

COMPUTING 

READER SERVICE 

Use this card for fast and convenient product 
information. 

Name 



Address 
City 



State Zip Code 



1. What software are yea 
most Interested in? 

a. □ Games 

b. □ Education 

c. □ Financial 

d. □ Wordprocessing 

e. □ Other 
2. 1 owns 

a. □ Adam 

b. □ Apple 



Atari 

□ Commodore 

□ IBM 

□ Radio Shack 

□ Timex 

□ Texas Instruments 

□ Do not own computer 
3. Are you a Family 

Computing subscriber? 

a. □ Yes 

b. □ No 



c. 
d. 
e. 
f. 



i. 
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ST 

Q» ■ YEAR 

NNIVERSARY 
CELEBRATION 



Help us celebrate 
by subscribing today, 
because we're the ones 
giving the gifts! 

1. UP TO 50% 
SAVINGS 

off the cover price. 

2. COMPUTER 
DICTIONARY 

FREE 

with your paid subscription. 




ST YEAR 
ANNIVERSARY 
CELEBRATION 

Savings up to 50% 
And a FREE GIFT, TOO! 

□ YES! Enter my subscription to FAMILY 
COMPUTING at up to 50% savings. I understand I will 
receive FAMILY COMPUTING'S exclusive Computer 
Dictionary-with over 500 terms defined with 
illustrations and clear, non-technical language-FREE 
with my paid subscription. I have checked the term I 
prefer: 

□ 12 issues for $19.97-that*s 33% off the cover 
price! 

□ I want to SAVE EVEN MORE-send me 24 is- 
sues for $29.97. That's a savings of 50% off the 
cover price! 

Name 



i 



Address . 
City 



(please print) 



. State . 



.Zip. 




Please allow 4-6 weeks for delivery of your first 
issue. Rates good in the U S only. Canadian 
residents add $6.00 per year. 



□ Payment enclosed. 
Send my FREE 
Dictionary right away. 

PUBLISHED BY I 



□ Please bill me. 4AM18 
Send my FREE Dictionary 
upon receipt of payment. 

% SCHOLASTIC INC. 




4AM26 



ST YEAR 

ANNIVERSARY 

CELEBRATION 

GIFT SAVINGS OF 33% 
off the cover price 

A subscription to FAMILY COMPUTING makes the 
perfect gift for anyone who owns a computer, or is 
thinking of buying one. Just $19.97 for a 1-year 
subscription (33% off the cover price). 

You will receive FAMILY COMPUTING'S exclusive 
Computer Dictionary FREE with your paid order. 

□ Payment enclosed. □ Bill me later. Send 
Send my FREE my FREE Dictionary 

Dictionary right away. upon receipt of 
payment. 

We ll send an announcement card to your gift recipient. 



Please send FAMILY COMPUTING as my gift to: 



Name . 



For billing purposes, please complete the following: 



Name . 



(please print) 



Address . 
City 



Gift Card to Read: . 



. State Zip . 



(please print) 



Address . 
City 



. State Zip . 



Rates good in USA only Add $6.00 for Canada PUBLISHED BY M SCHOLASTIC INC. 



NO 
POSTAGE 
NECESSARY 
IF MAILED 
IN THE U.S. 



BUSINESS REPLY CARD 

FIRST CLASS PERMIT NO. 1224 BOULDER, COLORADO 



POSTAGE WILL BE PAID BY ADDRESSEE 

FAMILY 
COMPUTING 

P.O. Box 2512 

Boulder, Colorado 80321 




BUSINESS REPLY CARD 

FIRST CLASS PERMIT NO. 1224 BOULDER, COLORADO 



POSTAGE WILL BE PAID BY ADDRESSEE 

FAMILY 
COMPUTING 

P.O. Box 2512 

Boulder, Colorado 80321 



NO 
POSTAGE 
NECESSARY 
IF MAILED 
IN THE U.S. 



Compute your savings! 



Subscribe now and save up to 50% off the 
cover price and get FAMILY COMPUTING'S 
COMPUTER DICTIONARY... FREE! 

Yes! Enter my Charter Subscription to Family Computing at up to 50% savings! 
I understand I will receive Family Computings exclusive Computer Dictionary- 
with over 500 terms defined with illustrations and non-technical language- 
FREE with my paid subscription. I have checked the term I prefer: 

□ 12 issues for $19.97-thats 33% off the cover price! 

□ I want to SAVE EVEN MORE, send me 24 issues for 




$29.97-thats a savings of 50% off the cover price! 

□ Payment enclosed. □ Please bill me. Send my 

Send my FREE Dictionary FREE Dictionary upon 

right away! receipt of payment. 

NAME 

ADDRESS 

CITY 



V 



(PLEASE PRINT) 




-STATE. 



ZIP. 



Gtuurantee: If not satisfied, you may cancel your subscription at any 
time- for any reason— and receive a refund on all unmailed issues. 

Please allow 4-6 week* for delivery of your fint issue. hitr*A 
Rates good in U.S. only. Canadian residents add $6.00 per year. 4AMC4 




BUSINESS REPLY CARD 

FIRST CLASS PERMIT NO. 1 224 BOULDER, CO 

POSTAGE WILL BE PAID BY ADDRESSEE 



FAMILY 
COMPUTING 

RO. Box 2512 
BOULDER, CO 80321 



The road to floppy success is paved with our Gold Standards. 



Maxell speeds your success in 
computing. Helping you avoid traps 
that can block the way to information 
you've stored. After all, our disk is an 
industry leader in error-free perform- 
ance. Performance backed by a lifetime 
warranty. 

Consider this: Disks travel through a 
disk drive where heat builds up. And up. 
So Maxell designed its protective 
outer jacket to defy 140°E The disk 
keeps its shape and keeps your infor- 
mation on track. 



How good is Maxell Gold? We're the 
disk that many floppy drive manufac- 
turers trust to put new equipment 
through its final paces. And the unique 
way we pack our oxide particles and 
bind them together means quality for 
the long run. 

Dropouts? Disk errors? Just pass 
them by. You're on the Gold Standard. 

maxell 

ITS WORTH rr 



maxell 

HJQFPYCXSK 



F02d 




Maxell Corporation of America, 60 Oxford Drive, Moonnchie. N.J. 07074 201-440-8020 



IT'S HOW MUCH YOU GET. 



The computer at the top 
has a 64K memory. 

It has the initials I, B, and 
M. And you pay for those 
initials— about $669. 

The Commodore 64™ has 
a 64K memory 

But you don't pay for the 
initials, you just pay for the 
computer: $215. About one 
third the price of the IBM PCjr™ 

The Commodore 64 
also has a typewriter-type 



keyboard with 66 typewriter- 
type keys. (Not rubber chicklet 
keys like the IBM PCjr.) 

It has high resolution 
graphics with 320 x 200 pixel 
resolution, 16 available colors 
and eight 3-dimensional sprites. 

It has 9-octave high fidelity 
sound. 

The Commodore 64 is 
capable of running thousands 
of programs for home and 
office. And if you add a printer 



or color monitor, disk drive and 
a modem— all together it just 
about equals the price of the 
IBM PCjr all alone. With no 
peripherals. 

So you can buy a computer 
for a lot of money. 

Or buy a lot of computer 
for the money. 

COMMODORE 64' 

IT'S NOT HOW LITTLE IT COSTS, 
IT'S HOW MUCH YOU GET. 



